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Devil May Cry is loaded with gunfire, bloodshed, and 
cinematic sequences of monsters meeting their bloody 
demise at your hands along with a fair amount of harm 
inflicted on the game’s main character, Dante. Devil May 
Cry also comes with a scantily clad female character, 
while the game’s dark tone and atmosphere has a good 
chance of frightening younger gamers. 


The GTA series returns with a cheeky look back at 
the 1980s but with no less grit. Just about every player 
action is amoral—murder, hit-and-run, theft, foul 
language—you name it, it’s in here, along with dirty 
jokes and racial stereotypes. The game offers a con¬ 
text for the violence, but it’s still entirely adult-oriented 
material, and the pastel shades don’t candy-coat the 
Mature content. 


Onimusha 2: Samurai’s Destiny features a s 
amount of blood and gore as players m 
various disgusting monsters with exotic and deadly 
weapons. Violence is the only Mature-rated element 
of Samurai's Destiny, unless you count some cleavage 
of a female gladiator. The game doesn’t contain any 
foul language. 


To help you make the right purchasing choices, here’s 
a list of all ESRB ratings for each game in this issue. 




Grand Theft Auto III is definitely geared toward adult 
gamers with a car-jacking theme and a wide variety of 
weapons to use in your “profession.” The game also has a 
fair share of blood, gore, and colorful dialogue that’s ori¬ 
ented more toward older gamers as almost anything 
goes while you strive to be a “model” employee in the 
car theft world. 

Halo 

By Microsoft • Xbox 

Like Half-Life, Halo is a story-based combat game that 
revolves around battle with alien creatures. The fairly in¬ 
tense action involves gunplay on foot and in a variety of 
vehicles, and plenty of blood—both human and alien— 
is spilled. While the violence isn’t over the top, it’s realistic 
enough and frequent enough to make Halo unsuitable for 
younger audiences. 


State of Emergency 

By Rockstar Games • PS2, Xbox 


State of Emergency earns a solid Mature rating with its 
offbeat theme and vivid depiction of inner-city riots. The 
game features a hefty share of onscreen blood and vio¬ 
lence as you must utilize a variety of exotic weapons in 
order to achieve various goals and objectives. 
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ESRB Ratings 

The interactive electronic entertain- Mature (M): Appropriate 
ment industry uses a rating system for older gamers, gener- 
developed by the Entertainment ally 17 and up. Mature- 
Software Rating Board (ESRB). rated games may contair 

Here’s a quick key to the most more intense depictions ol 

common ratings; for a complete stronger language, and, c 
description, visit www.esrb.org occasions, sexual theme: 
or call 800/771-3772 for more 
information. 


Mature (M): Appropriate mature Teen (T): Suitable for ■ 
for older gamers, gener- nl ages 13 and up. These 

ally 17 and up. Mature- t V U games could have violent 

rated games may contain gsiS'lS content, strong language, ; 
more intense depictions of violence, and/or suggestive themes, 
stronger language, and, on rare 
occasions, sexual themes. 


Everyone (E): Content is everyone 
suitable for persons ages | —J 
six and older. These titles a **J 
will appeal to people of SSSRS 
many ages and tastes. They may 
contain minimal violence, comic 
mischief, or crude language. 
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Devil May Cry is filled with hid¬ 
den items and secret missions. In 
this ProStrategy Guide, well show 
you how to find all 12 secret mis¬ 
sions in the game, along with the 
locations of the cleverly concealed 
Blue Orb fragments. 

Devil-Hunting 101 

Blue Orb Fragments these places aren’t just clever level 

--—-, design, but areas where you can 


N ote:This ProStrategy Guide i 
based on the game’s default- 
or Normal — setting. 


Air Hike 


Devil May Cry has several hidden 
items spread throughout its regular 
missions. This ProStrategy Guide 
shows you where to find some 
of them. 


After you acquire Alastor, take some 
time to build up your Devil Powers— 
namely Air Hike and Air Raid. Before 
you begin the first secret mission, 
be sure to stock up on enough Red 
Orbs so that you can acquire Air 
Hike and Air Raid (after you get 
Alastor, of course); doing so makes 
life much easier. 


Keep an eye open for strange places 



Controller Legend 


R2 = Taunt 


LI = Devil Trigger 


Start = Menu Screen 


'A = Action/ 
/ Cancel 


L2 = Show Map 


Select-* Optii 




Left Analog 
Move Player 


Shoot/Confirm/Examine 


■ □ = Shoot/Confirm/Examine 


R3 = Alastor/lfrit Select 


that you can reach. In most instances, 


Secret Missions 



Devil May Cry has 12 secret missions. Aside from bragging rights, beating the 
secret missions yields valuable Blue Orb fragments, and four fragments can 
create a whole Blue Orb that permanently lengthens your vitality bar. How¬ 
ever, some secret missions can be found only at very exact points in the game, 
or only after you perform very specific actions—or both. The granddaddy of 
all secret mission prizes can be found in the last one—number 12—the Ban¬ 
gle of Time that enables you to temporarily stop time. The number of secret 
missions that you’ve completed is shown at the start of each mission, and 
again at the end of the game. 


Directional Pad = Move Cursdil 









Secret Missions and Items 



spended high 
r Raid so you 


deactiva 
;he platfc 


Mission 


Curse of the 
Bloody Puppets 

Blue Orb Fragment 


Blue Orb Fragment 


Secret Mission: 
Phantom Baby 


shears back, 


Orb fragment i 
F the main hall— 


Watcher of Time 


Blue Orb Fragment 


At the start of Mission 4, go through 
the door behind you to start the sec¬ 
ond secret mission, Phantom Baby. 


Destroyer of Ardor 

Secret Mission: Critical Hit 


missior 


You can find a Blue Orb fragment 
Castle IF after smashing the suits < 


Orb Fragment 


You can quickly complete this mission 
by using Holy Water; if you don’t have 
any, equip the pistols and quickly blast 
your way around the room. When you 
complete the secret mission success¬ 
fully, you get a Blue Orb fragment. 

Secret Mission: 

Phantom Baby II 


Blue Orb Fragment 


The first secret missio 
the most difficult to su 
plete. To find it, defeat 
and then immediately 
through the brown do 
the end of the hall. If 


After the walkway collapses and you’re 
teleported out of the Unknown area 
in the water below, jump across the 
wrecked pieces of the bridge, toward 
the symbol of the Staff of Hermes. 
You should find a Blue Orb fragment. 

Blue Orb Fragment 


the first secret mission will disappear 
At the wrecked bridge, jump into 
the water. 


lue Orb fragment 
of the water welli 


After you complete the Phantom 
Baby.secret mission, return to the 
starting point of Mission 4 and go 
down the horseshoe-shaped hallway. 
When you’re attacked by Phantom, 
use Holy Water to drive it away, or 
activate your Devil Powers to run 


Although you’re instructed to 
single shot, you actually need 
two shotgun blasts—one to I 
Sin Scissors’ shears away, and 


You can find a second Blue Orb frag¬ 
ment near the wrecked bridge, but 
only if you’ve acquired Air Raid. Jump 
on top of the doorway and stand at 
the very top of its decorative arch. 
Double jump off of the wall and then 




platform 
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Re-enter the hallway and go through 
the single door at the far end to start 
the third secret mission. 



To quickly defeat the required 100 
Phantom Babies, activate your Devil 
Powers and with your increased 
speed run over the Phantom Babies. 
When you exceed 100 kills, you 
get a Blue Orb fragment. Finish off 
the remaining Phantom Babies with 
your weapons. 


Secret Mission: 
The Three Beasts 



After you defeat the Shadow in the 
courtyard, backtrack to the room 
with the airplane and activate the 
emblem in the corner. The elevator 
takes you to the fourth secret mis¬ 
sion. However, before you try to 
beat this mission, be sure to stock 
up on supplies—especially Devil 
Stars and a Vital Star. 



As the instructions state, you really 
do get one chance, and, if you blow 
it, the only way to try again is to re¬ 
set the game. When you successfully 
complete this secret mission, you 
get a Blue Orb fragment. 


Mission 6 : 

Evil of the 
Waterways 


Blue Orb Fragment 



shaped crack against the wall. When 
you do, a Blue Orb fragment drops 
from above. 

Mission 7 : 

Holding the 
Key of Ardor 


Secret Mission: 
One Eyed Devil 



easily defeat the pursuing Phantom 
with Holy Water. In the second room, 
when you reach the Sin Scythe, de¬ 
feat them, and then go through the 
plain steel door—not the one with 



This is a tough one. The key to suc¬ 
cess is to run for the back wall and 
start moving back and forth by jump¬ 
ing on the pipes. Remember to keep 
moving, stay off the ground, and keep 


an eye on your vitality because it’s 
constantly dropping. You can also 
activate Air Raid and fly above the 
pipes, too. 



off the living one and collect your 
prize—a Blue Orb fragment. 

Mission 8 : 

The Legendary 
Knight Returns 


Blue Orb Fragment 



After the second battle with Phantom, 
you can find a Blue Orb fragment in 
the same courtyard as the Trident. 



After you use the Trident, run to 
the room on the floor below and 
get inside the gate. You can find a 
Blue Orb fragment inside one of 
the wheel wells flanking the door 
that leads to Mission 9. 

Mission 9: 

New Strength 


Blue Orb Fragment 



fragment underneath the big tomb¬ 


stone in the corner. Smack the tomb¬ 
stone with your sword to free the orb. 

Mission 11: 

Fate 


Secret Mission: 
Wandering Ghosts 



secret mission. 


Hopefully, you’ve acquired Air Hike 
by now; if you don’t have it, you won’t 
be able to complete this mission. To 
get the Blue Orb fragment, take a 
few steps away from the door that 
you entered the area through and let 
the Death Scissors gather above you. 



Repeatedly jump in the air, using the 
Death Scissors to heighten your jump. 
You should jump high enough to get 
the Blue Orb fragment that’s floating 
in the air. After you get the prize, re¬ 
ward the Death Scissors for their 
invaluable assistance by killing them. 


Blue Orb Fragment 



Garden IF. After you defeat Death 
Scythe, jump to the top of the wall 
of windows, jump through the hole 
at the top, and descend until you find 
the Blue Orb fragment. 












Itssum 




-e you must fight three Shadows 
confined area. The trick to win- 
> this one is to stay out of the cor 


Itsston 


'ou first arrive at Garden 4F, 
find a Blue Orb fragment or 
near the elevator. 


Usually, one Shadow stays 


i. The fastest way to 
to use Holy Water, 
Devil Powers and 


Your reward for defeating all eight 


Blue Orb Fragment 


Blue Orb Fragment 


Mission tj: 

Wheel of Destiny 

Secret Mission: 

Treasure of the Reaper 


After you escape the flooded ship, 
swim back to the captain’s quarters 
(on Ship 2F where you began Mission 
13) and examine the captain's skele¬ 
ton. You should enter the seventh 


After you defeat the Death Scythe in 
Garden IF at the start of the mission, 
jump in the hole in the middle of the 
courtyard. Defeat the Blade, and then 
destroy the cracked wall and defeat 
the Blades behind it. Return to the 
hole where you entered the room 
and take the Blue Orb fragment. 


Mission 13: 

Abyss 

Secret Mission: Water Cell 


Blue Orb Fragment 


After you escape the ship, jump back 
on dry land and go to the pool of 
water with the wrecked mast. Jump 
in the water and take the Blue Orb 
fragment. 


Mission 14: 

Deep Darkness & 
Towering Mountains 

Blue Orb Fragment 


Blue Orb Fragment 


At the start of the mission, backtrack 
to Garden 4F—the place with the 
waterfall—and take the elevator down 
to Garden B2. Examine the pirate’s 
skull that’s carved on the wall to open 
the eighth secret mission. 


Yes, this is one of the tougher secret 
missions, but when the third Shadow 
dies, you get a Blue Orb fragment. 


Blue Orb Fragment 


When you reach the courtyard at 
Garden IF, go into the room with 
the shield that’s radiating blue light. 
When you reach Garden BI, destroy 
the crumbling wall and then smash all 
the barrels in the secret room that 
you’ve just discovered. You should 
find a Blue Orb fragment. 


Blue Orb Fragment 


When you enter the coliseum (Gar¬ 
den IF), do not run to the ring in the 
center: instead, run into one of the 
teleporters and go to the top cat- 
walk. Walk across the catwalk, stop 
at the middle of it, and jump in the 
air for a Blue Orb fragment. 














Nightmare of 
Darkness 

Secret Mission: 

Stairway of Tranquility 


lissicm 


There’s an easier way: Simply defeat 
Death Scythe and then jump on top 
of the archway over the double doors. 
Jump to the very top of the doorway 
ornament, double jump, and then 
activate Air Raid at the peak of the 
second jump. 


u can find a second Blue Orb frag- 
;nt in the main hall suspended in the 
by the Watcher of Time statue. 


At the start of Mission 16, i 
go through the door behir 
should return to the coli: 
find the ninth secret missii 


double blue dc 
^ou to the mair 


a look at the painting outside of 
30 m with the plane (Castle IF— 
a end of the horseshoe-shaped 
and then jump. A Blue Orb frag- 
should fall from the ceiling. 


Fly across the destroyed bridge 
collect the Blue Orb fragment. 


Blue Orb Fragment 




Parted Momento 

Secret Mission: 

Blue Gem in the Sky 


fragment, jump on the skulls ui 
you reach the top, and then boi 
toward the prize. 


When you walk into the recess 
Blue Orb fragment falls from at 

Avoid the “Dino Crisis” 


ission, step on 
hind you, which 
wrecked bridge, 
a your Air Raid 


It may take a few attempts, but if yoi 
try to jump on top of the coljseum 
order to reach the fragment by usin 


disappear along with After defeating the third Shadow, exit 
the main hall through the double red 
doors. The last Shadow is waiting in 
the next room. Your prize for defeat¬ 
ing all four Shadows is a Blue Orb 
fragment 

Blue Orb Fragment 


ridge toward the door 


Secret Mission: 
Shadow of Darkness 




: three of its fireballs 


After you defeat Nightr 
track to the room with I 


When you 
Castle IF, 
fragment c 















fire breath! 


skeleton, destroy 
wer level first, ar 


breathes 
s destroyed. 


•t of Mission 21, search the slash 
from the Watcher of Time fire) t 


Spirit Stone, 


side one of the barrels in the first- 
person underwater stage. 

Blue Orb Fragment 


Before you fight Nightmare, get the 
Blue Orb fragment from Castle 2F. 


After you go through the mirror in 
Castle 5F, you can find a Blue Orb 
fragment on a high ledge in the court¬ 
yard where you find the Philosopher’s 


When you enter the cave, walk on 
the outside edge and defeat each 
Nobody until you reach the white 
pulsating fleshy wall. Slash the wall 


Defeat the two Frosts that appear 
below, and then jump on the eye¬ 
shaped platforms. Keep ascending 
until you find a platform with the 
prize—the Bangle of Time. 


Mission 19: 

Enter the 
Corrupted World 

Blue Orb Fragment 


Mission 21: 

Living Cave 

Secret Mission: 
Hidden Bangle 


Blue Orb Fragment 

I 














pon’s full 


Al Bhed Primer voi. 


The first volume is over to 
the right side of the screen. 


After you rr 
Wakka and 


Celestial Weapons 


The first PlayStation 2 Final Fantasy 
game is loaded with rewarding side 
quests. In this ProStrategy Guide, we 
guide you through various Cloister of 
Trials challenges and show you how 
to obtain powerful weapons, extra 
aeons, and more. /S& EFj 


The Cloudy Mirror 

The Cloudy Mirror is a key item that 
can open locked treasure chests— 
without it, you can’t get the best 
weapons in the game. 


To obtain the Cloudy Mirror, go to 
the Calm Lands and talk to the man 
riding the chocobo. He’s standing on 
the north cliff, over to the west side 
(near where you can find Al Bhed 
Primer vol. XXIII). After the initial 
chocobo training—you only have to 
pass the first test—ride your new 
pet over to the south entrance to, the 
plains. Go east, and at the dead end, 
stand on the chocobo feather and 
press X to jump into the area below. 


Alphabet 

Salvage Ship: 

Deck 


the Al Bhed babbling about? The only way to find out is by learning their dialect. There 
26 Al Bhed Primers scattered across Spiria, and each volume translates one letter of the alphabet. Almost 
every volume can be obtained at any point in the game; however, you only have one chance to get vols. XIX) 
XX, XXI, and XXII, so don’t leave their respective areas until you’ve obtained them. Some volumes can be 
found in more than one location, as explained on the following pages. 

Besaid: S.S. Liki: Oasis Kilika: 

Crusader's Lodge Engine Room Tavern 

Al Bhed Primer vol. II Al Bhed Primer vol. Ill Al Bhed Primer vol. Ill Al Bhed Primer vol. IV 


st Yuna, Lulu, and You can find the third volume You can find the third volume When you wake in the morn- 
tve Besaid Village, in the lower-right corner of in the desert, at the shelter ing after Yuna’s sending, enter 
/illaee and eo to the screen when you’re inside where Wakka reioins the Dartv. the tavern and take the volume 













Remiem Temple 


At the temple, go to the west side 
(where you can also find Al Bhed 
Primer vol. XXIV) and examine the 
sphere on the ground. Go to the 
east side of the temple and ride the 
chocobo. All you have to do is win 
the race to the bottom of the spiral 
and the Cloudy Mirror is yours. 

The Celestial Mirror 



In Macalania Woods: South, talk to 
the woman and child. Then go east 
until you reach To Thunder, where 
you should go north. 



Talk to the man on the right and tell 
him that his wife and child are wait¬ 
ing for him. Return to where the 
woman and child were and talk to 
them repeatedly. 


Macalania Woods: Central 


After they tell you of their missing 
son, go up the glittering path to the 
northwest, and at the next screen, 
head north. Talk to the child at the 
end of the path, and the Cloudy Mir¬ 
ror turns into the Celestial Mirror. 
Make note of the rock at the path’s 
end—you must return here with 
your weapon, crest, and sigil later. 


Auron 
Mars Crest 



The Mars Crest can be found in a 
treasure chest at the south end of 
Highroad: Oldroad, South. If you use 
this to modify Masamube, the aeon 
Yojimbo will be able to inflict over 
9999 damage. 


Mars Sigil 



Complete a total of 10 races and 
areas combined between Area Con¬ 
quest and Species Contest at Calm 


Lands: Arena. If you do, you’ll be re¬ 
warded with the Mars Sigil. 

Masamube 



At Calm Lands: Gorge Bottom, follow 
the east path and take the Rusty Sword 
from between the two tall rocks. 



Then go to Mushroom Rock and 
travel northeast until you reach the 
second path that leads north. Take 
that path and step on the elevator 
platform at the end. Examine the 
statue and use the Rusty Sword. 
Examine the emblem that appears 
on the nearby wall, use the Celestial 
Mirror, and take Masamube. 


Kimahri 
Saturn Crest 



Find the Saturn Crest along the north¬ 
east wall in Gagazet: Prominence 
which, is right before Gagazet: Fayth 
Cluster (you may miss it—it’s almost 
hidden between two pillars). When 


you use this to modify the Spirit 
Lance, the aeon Ixion can inflict over 
9999 damage. 

Saturn Sigil 



Collect all seven blue butterflies in 
Macalania Woods: Central, and a 
treasure chest appears with a Tele¬ 
port Sphere inside of it. After you 
reveal that treasure, head to Maca¬ 
lania Woods: North and catch seven 
more blue butterflies. When you’re 
successful, you get the Saturn Sigil. If 
you find yourself collecting only six 
blue butterflies in Macalania Woods: 
North, backtrack at the start of the 
collection game; there’s a blue butter¬ 
fly to the north of the start point. 

Spirit Lance 



At Thunder Plains, pray at any three 
Qactuar statues, and then return to 
Thunder Plains: South. Look for a 
wrecked tower in the southern half 
or the area over to the east. Pray 
(press □) in front of the tower and 
use the Celestial Mirror; a chest will 
appears with Kimahri’s Sprit Lance 
inside of it. 













Lulu 

Venus Crest 



Return to Guadosalam and enter The 
Farplane. Open the chest to the west 
and take the Venus Crest. When you 
use this to modify the Onion Knight, 
the aeon Shiva will be able to inflict 
over 9999 damage. 

Onion Knight 


,.d 


Go to Baaj Temple, Ruins: Under¬ 
water Hall and jump in the water 
(for more information, see “Anima” 
under “‘Additional’ Aeons”). You can 
find a treasure chest to the south 
and slightly to the west. 



Use the Celestial Mirror to opeh the 
chest and take Onion Knight. 


Rikku 

Mercury Crest 



You can find the Mercury Crest in a 
treasure chest at Sanubia Desert: 
West. Just look in the small area to 
the west. 

Mercury Sigil 

You’ve probably noticed a sandstorm 
that has sealed off the east section of 
the Sanubia Desert: West. To access 
that area, you need to collect 10 
Cactuar Spheres, which are located 
in various places throughout the 
desert and other places. 



amine a “Cactuar stone” in Sanubia 
Desert: West, which is south of the 
sandstorm area. Make a note of this 
rock’s location because you’re going 


to return here often. 



Tomay: You can always find the first 
Cactuar, Tomay, in Oasis, just across 
from the save point. In order to 


obtain his sphere, you must play a 
little game first. Simply run toward 
the Cactuar when he isn’t looking 
and stop when he faces you. Oh, 
there’s a time limit, too. 



If you’re successful, you'll fight Tomay 
and be rewarded with Tomay’s Sphere 
and an item; if you lose the game, you 
only get a sphere (along with mock¬ 
ing Cactuar laughter). To quickly de¬ 
feat any Cactuar, summon Shiva and 
cast her Heavenly Strike attack. You 
may also want to have Rikku steal 
from the little guy before you exter- 



take it back to the stone you dis¬ 
covered earlier in Sanubia Desert: 


West Now you must find the follow¬ 
ing nine Cactuars: 



Desert East in the southwest recess 
by the treasure chest where you also 
found Al Bhed Primer vol. XIV. 



read the sign to the northwest of the 
stone where the Cactuar spheres are 
being placed. 



Central in the western part by the 
ruins, the same area where you 
found Al Bhed Primer vol. XVIII. 



Vachella: Is located in the small hut 
with the save point in Sanubia Desert: 
East. Activate the save point to make 
him appear. 



chest in Sanubia Desert: Central. The 













































chest is over to the west in the 
just below the ruins. 



proceed to the exit in the west area 
and then re-enter it. 



After you collect the tenth Cactuar 
sphere and insert it into the Cactuar 
stone, the sandstorm in the valley be¬ 
low disappears. You can now open the 
two treasure chests down there— 
one of which houses the Mercury Sigil. 

Godhand 




Return to the airship, enter the Input 
option, and key in the following pass¬ 
word: GODHAND which takes you 
to a new location. Mushroom Rock. 
When you arrive at Mushroom Rock, 
follow the path to the north until 
you find a treasure chest. Godhand 

Tidus 
Sun Crest 


Elio: Walk back to Oasis and head 
toward the save point. When you 
arrive, Elio disappears. Board the air¬ 
ship and you can find him topside, on 
Airship: Deck. 


Flaile: Appears automatically behind 
you at the Cactuar stone after he’s 
announced as the next bounty. 


You can find Tidus's Sun Crest in 
Dome: The Beyond, the place where 
you fought Yunalesca. To make the 
treasure chest appear, climb the stair¬ 
case to the left side of the screen; 
you should be taken to the bottom 


of a staircase at the far end of the 
area. At the top of the st 


treasure chest and take the crest. 
This item adds Double Overdrive 
to Nirvana. 



First, complete all the training exer¬ 
cises. Then play the Catcher chocobo Q f Belgemine’s aeons—including An- 


game. Beat the trainer it 
with a time of 0 :00.0 by collect¬ 
ing enough balloons and avoiding the 
incoming birds. 


and the Magus Sisters. After that, 
agree to send her. You’ll receive the 
Moon Sigil as a reward. 

Nirvana 


Caladbolg 



Caladbolg is located in Calm Lands: 
North just down the small hill in the 
northwest corner. To make the guard 
go away, win a race of Catcher cho¬ 
cobo against the trainer. 

Yuna 

Moon Crest 



The Moon Crest is located in a small 
enclave to the northwest of the save 
point at Besaid Beach. Open the 



Go to Calm Lands: Arena, use the 
Celestial Mirror to open the chest, 
and take Nirvana. 



After the ritual in Macalania Woods: 
Central, the weapon is given Break 
Damage Limit, Triple Overdrive, 
Double AP, and One MP Cost. The 
aeon Valefor can now inflict over 
9999 damage. 



The seventeenth volume ca 
be found in the northwest 
corner of the central area 
of the Sanubia Desert. 


You can find the fifteenth vol- The sixtee 
ume in a recess across from found in fr 


When you arrive at the Thun¬ 
der Plains: Travel Agency, 
talk to all the members in 
your party, talk to Rin, and 
say, “Okay.” 


Rin’s Travel 
he left of the 


isert, you'll b 
: fourteenth 


archant, O’; 



.LOR; 1 

m 





































Got AP? 


Drive -> AP 


Once you have 10 Door to Tomor¬ 
row, enter the Customize menu and 
choose a weapon, preferably a weak 
one, and add Drive -> AP to it. 

Loner Overdrive 


Next, the character who possesses 
the weapon that was just modified 
needs to learn a new Overdrive, 
Loner. The easiest way to learn this 
is to enter battle and have the other 
two party members escape. Keep 
blocking until you learn the Over¬ 
drive mode, which will happen 
automatically. 


Set your Overdrive to Loner and 
equip the weapon with Drive AR 
Go to the Arena at the Calm Lands 
and pick a fight with a monster that 
only attacks with spells such as fire, 
ice, or lightning. For example, if you 
fight Flame Fan, equip armor that re¬ 
pels or consumes fire attacks. When 


of the passage that’s revealed. Put 
the Besaid Sphere in the sphere 
stand in the corridor. 

Destruction Sphere 

Backtrack to where you placed the 
Glyph Sphere, and take the Destruc- 

Take the Destruction Sphere to 
where you found the Besaid Sphere 
and insert it in the recess. 


Go to the end of the corridor and 
take the trial’s treasure, the Rod of 
Wisdom. 

To end the trial, push the sphere 
statue onto the glowing light. When 1 
you leave the chamber, you are re¬ 
warded with Valefor. 

Kilika: Trials (Ifrit) 

At the start of the trial—we’ll call 
this room I—take the Kilika Sphere 
from the sphere stand that is to left. 

Insert the sphere in the recess to the 
right of the door, and then remove it 

In the next room—we’ll call it 
room 2—go straight, put the Kilika 
Sphere in the recess in the wall, and 
then remove it. Take the Kilika Sphere 
and put it in the recess along the 
right wall. 

Take the Glyph Sphere from the 
sphere stand and insert it into the 
recess along the left wall. 

Go to the wall where you in¬ 
serted—and then removed—the 
Kilika Sphere in room 2 and touch 
the glyph on the wall. This creates a 
passage to what we'll call room 3. 

Go straight, and then step on 
the shining spot in the upper-right 
corner—this makes a sphere stand 
appear. Push the stand onto the shin¬ 
ing spot you just stepped on. Take 


Cloister of Trials 


In order to obtain the main aeons in 
the game, you must pass several tests, 
or Cloister of Trials. The key aspect 
of each trial is to remember to un¬ 
lock the hidden treasure with the 
Destruction Sphere—that’s the only 
way to get two additional aeons, An- 
ima and the Magus Sisters. Now, re¬ 
peat that last sentence five times. In 
addition to the five main aeons—Vale¬ 
for, Ifrit, Ixion, Shiva, and Bahamut— 
there are three additional optional 
ones that you can find. 


Besaid: Trials (Valefor) 

In the first room, touch the glyph bn 
the wall in front of you, then touch 
the one to your right Go down the 
stairs that are then revealed. 

Just down the first set of stairs is 
a Glyph Sphere—take it 

Go down the next flight of stairs 
and put the Glyph Sphere in the door. 
After the door opens, retrieve the 
Glyph Sphere from the door. 

Go around the corner and put 
the Glyph Sphere in the recess on 
the left wall. 

Go around the corner, touch 
the writing on the wall, and take 
the Besaid Sphere from the end 


If you're tired of the slow process of 
accumulating AP in order to move 
around the Sphere Grid, there’s a 
way to rack up 99 S.LVL spaces from 
a single battle. 

Learn Bribe 


First, have any character in the party 
learn the ability Bribe (it’s in the 
smallest cluster of nodes at the bot¬ 
tom of the Sphere Grid). 

Door to Tomorrow 


Second, you have to find a rare item. 
You can find the Mech Leader inside 
the mountain cave or on the mountain 
trail at Gagazet; you can also occasion¬ 
ally find it on the Calim Lands. When 
you encounter one, call in the char¬ 
acter who can Bribe and then give 
the robot 74,000 Gil. When you do, 
the robot takes your money and flees. 
Win the battle, and you are rewarded 
a rare item: Door to Tomorrow. You 
want to collect 10 of these rare items, 
which are typically dropped in pairs. 
Yes, it requires a lot of Bribe money, 
but it’s probably the best 370,000 Gil 
you’ve ever spent. 


the fight starts, evacuate the other 
two party members and then do 
nothing but block. The longer you 
block and keep “fighting,” the more 
AP you’ll accumulate. 


After a while, kill the monster and 
then check out all the AR If you wait 
long enough, you’ll have 99 S.LVL 
spaces. You are now free to move 
about the Sphere Grid. 






















the nearby Kilika Sphere from the 
right wall—room 3—and place it in 
the stand that you just moved. 

Return to room 2 and take the 
Glyph Sphere from the left wall. Go 
back to room 3 and place it in the 
recess along the right wall. A passage 
is revealed, but don’t enter it yet; in¬ 
stead, go down the stairs and take 
the Kilika Sphere from the right wall. 
Go up the other set of stairs and in¬ 
sert the Kilika Sphere into the recess 
to the right of the door at the far 
end of the room. 


Destruction Sphere 



Go back to the passage that you just 
revealed and take the Destruction 
Sphere. Take the sphere down the 
stairs and insert it in the recess along 
the right wall. Take the Red Armlet 
from the chest. To exit the room, re¬ 
move the Kilika Sphere from the far 
wall and go up the stairs. You’ve just 
added Ifrit to your aeon zoo. 

Djose: Trials (Ixion) 

Start things by taking the two Djose 
Spheres out of the right and left walls 
and inserting them into the door. 




In the next room, take the two Djose 
Spheres flanking the door and place 
them in the two holes on the far wall 
on the right side of the room. 


Push the sphere stand in the mid¬ 
dle of the room over to the right un¬ 
til the sphere on top of it becomes 

Go to the left side of the room 
and step on the shining spot—this 
moves the sphere stand back to the 
center of the room. Take the Djose 
Sphere off the sphere stand and in¬ 
sert it in the recess to the right of 
the door. 




Remove the two Djose Spheres from 
the far wall over to the right and in¬ 
sert them into the sphere stand. Push 
the stand into the lightning pit, and 
then jump across the pit. Push in the 
sphere stand on the other side. Jump 
back to the room and step on the 
shining spot on the left side of the 
room—this will bring the sphere 
stand back. 



Take the two spheres from the stand 
and put them in the recesses on both 
the right and left walls of the room 
where you started the trial. 

Return to the second room and 
take the Djose Sphere from the wall 
to the right of the door that leads 
to the electricity pit, and put it in 
the recess to the left of that door. 


Destruction Sphere 




Go over to the left side of the room 
and touch the glyph on the wall. Go 
down the passageway that’s revealed 
and take the Destruction Sphere. 
Stand in the middle of the room, 
and you are teleported to the last 
room of this trial. 



Go to the back area of this new room 
and push in all five sphere stands. In¬ 
sert the Destruction Sphere into the 
sphere stand that appears, and the 
treasure is revealed: Magic Sphere. 
Exit the room via the staircase. Meet 
your newest aeon, Ixion. 


Macalania: Trials 
(Shiva) 



Although you are given Shiva before 
this test, you must still complete it. 
The trial is divided into three floors, 
and you start on the third one. 



From the third floor, go down to 
the second one and take the Glyph 
Sphere from the middle pillar. Put the 
Glyph Sphere on the sphere stand, 
and then push the stand over to the 
right, and then toward the back 
wall. The stand breaks the ice and 
slides to the first floor below. Stay 
on the second floor and take the 
Macalania Sphere from the wall to 
the right. 



Take that Macalania Sphere to the 
first floor and insert it into the pillar 
to the left. Then take the Glyph 
Sphere off the stand that you pushed 
earlier and put it in the wall to the 
left—the far left slot. 



Return to the second floor and take 
the Macalania Sphere over to the left. 
Take the sphere to the first floor and 
place it on the sphere stand. Push the 
stand over to the right Return to the 
second floor and take the Macalania 


ftoien Fayth 

Al Bhed Primer vol. XXIII Al Bhed Primer vol. XXIV Al Bhed Primer vol. XXV Al Bhed Primer vol. XXVI 





You can find the twenty-third The twenty-fourth volume is The twenty-fifth volume is in¬ 
volume on the northwest to the left of the temple, past side the cave at the dead end 

ledge of the central area of the chocobo at the dead end of a short recess, 

the Calm Plains. of the walkway. 


Search, and set the X coordi¬ 
nate to 74, the Y coordinate 
to 36, and the Z coordinate 
to 0 —you don’t have to be 
exact, so just keep tweaking 
the directional pad and rapidly 
tap x until you find Omega 
Ruins. You can find the twenty- 
You can only get the final vol- sixth volume near the ring of 
ume after you have control four treasure chests by the 
of the airship. On the airship, stand with the glowing blue 
access the console, go into gem on top of it. 
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Sphere from the wall at the top of the 
slope that leads to the floor below. 
Place that sphere in the center pillar. 


Return to the second floor and take 
the Macalania Sphere from the top 
of the slope that leads to the floor 
below. Put the Macalania Sphere in 
the hole in the wall to the right on 
the second floor. Push the sphere 
stand to the right and then remove 
the Macalania Sphere from the wall 
to the right. Insert the Macalania 
Sphere into the recess in the wall 
at the top of the slope that leads 
to the first floor, and then push 
the sphere stand to the first 
floor. Take the Macalania 
Sphere from the middle pil¬ 
lar and go to the first floor. 


Put the Macalania Sphere on the 
sphere stand on the first floor, and 
then push the sphere stand to the 
right. Return to the second floor 
and take the Macalania Sphere from 
the wall that’s at the top of the slope 
that leads to the first floor. Put that 
Macalania Sphere in the center pillar 
on the second floor. Go to the third 
floor and across the ice bridge. 


Go to the third floor and step on the 
shining square. Take the Macalania 
Sphere off the sphere stand that ap¬ 
pears behind you and then push the 
sphere stand down the slope. Take 
the Macalania Sphere down to the 
second floor and place it in the re¬ 
cess by the slope that leads to the 
first floor. After that, step on the 
shinning square on the second floor. 


Take the Destruction Sphere from 
the sphere stand that appears and 
carry the sphere down to the first 
floor. Insert the Destruction Sphere 
into the wall over to the left and 
take the treasure—a Luck Sphere. 


Bevelle: Trials 
(Bahamut) 

Two important notes about the 
Bevelle Trials: First, you must have 
a Bevelle Sphere on the sphere stand 
in order for it to move. To make a 
long story short, before you take 
the last ramp to the exit of this trial, 
make sure two Bevelle Spheres are 
in your possession. Second, unlike 
other trials, you cannot return here 
later in the game — so make sure 
that you reveal the treasure before 



To start the trial, push the sphere 
stand into the shinning square. 

On level I, at the first junction, 
turn right and go down to the sec¬ 
ond level. 

On level 2, at the first junction, go 
straight—the only direction you can 
go—and down two levels. You should 
reach a dead end. Take the Bevelle 
Sphere at the dead end, and then 
push the stand back onto the con¬ 
veyor belt. 

At level 2, when you reach the 
junction, go straight—the only di¬ 
rection you can go—and up to the 
first level. 

On level I, go to the end of the 
“main stretch” so you automatically 
begin from the starting point on 
this level. 

From level I's starting point, turn 
right at the second junction, and in¬ 
sert the Bevelle Sphere into the wall. 
Push the stand back onto the con¬ 
veyor belt and travel back to the 
starting point. 

From level I's starting point, this 
time turn left at the second junction 
and take the Bevelle Sphere from the 
wall. Push the stand back on the con¬ 
veyor belt and return to the level’s 
starting point. 

From level I’s starting point, turn 
right at the first junction and descend 
to the second level. When you reach 
the junction at the bottom of the 
ramp, turn left, and then go straight 
to the end of the passage, which 
leads to level 2’s starting point 

From level 2’s starting point turn 
right at the fourth junction. Insert 
the Bevelle Sphere into the wall. 
Don’t do anything in regards to the 
path that appears; instead, return 
to the starting point of level 2. 


From level 2’s starting point, turn 
right at the third junction that leads 
to a dead end. Take the Glyph Sphere 
from the wall, then push the stand 
back onto the conveyor belt and re¬ 
turn to levels’ starting point. 
Destruction Sphere 
From level 2's starting point, turn 
right at the fourth junction. Walk to 
the dead end, insert the Glyph Sphere 
into the wall, and take the Destruc¬ 
tion Sphere. Push the sphere stand 
back onto the conveyor belt and re¬ 
turn to the start of the second level. 

From level 2’s starting point, turn 
right at the third junction. Insert the 
Destruction Sphere into the wall at 
the dead end—when you do, the 
nearby platform starts to glow. Re¬ 
turn to level 2's starting point 

From level 2’s starting point, turn 
right at the fourth junction and take 
the Bevelle Sphere from the wall. Push 
the sphere stand back onto the con¬ 
veyor belt and return to the starting 
point of level 2. 

From level 2’s starting point, turn 
right at the second junction. When 
you stop, push the sphere stand onto 
the conveyor belt to continue. At the 
end of the path, you should be taken 
up a ramp and to a staircase. Go up 
the stairs and insert one of the Bev¬ 
elle Spheres into the wall. 



Take the treasure to the right (HP 
Sphere), and step on the flashing spot 
that appears—when you do, your 
sphere stand appears behind you. 



Push the sphere stand to the left, and 
take the treasure at the end of the 
platform—Knight Lance. But the big 
prize is a new aeon, Bahamut. He 
joins your collection after you exit 
the cave. 



















maining four spaces as shown above. 


Although successfully completing this Cloister of 
Trials doesn’t yield a new aeon, you can still find a 
treasure here—but only after you take command 
of the airship. As for now, you can only complete 
the first part. To start, step on the green square 
just up the steps. This trial is divided up between 
two rooms—let’s call this first trial the east room. 
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When you’re ready, step on the tele¬ 
porter pad and go to the cave to the 
north. Although the asking price is 
300,000 Gil, you can bargain down 
to 250,000—just keep offering that 
amount until the seller agrees to 
make a deal. 

Anima 
Baaj Temple 

(Ruins: Underwater Hall) 

Remember way back when you first 
met Seymour and his disturbing aeon? 
Once you gain control of the airship, 
you can add that aeon, Anima, to 
Yuna’s collection. 


On the airship, access the console and 
then go into Search. Set the X coor¬ 
dinate to 16, the Y coordinate to 57, 
and the Z coordinate to 0—you don’t 
have to be exact, so just keep tweak¬ 
ing the directional pad and rapidly 
tapping x until you find the Temple 
of Yevon-Baaj. Before you venture 
down there, though, make sure you’ve 
acquired—or revealed—the treas¬ 
ure from each Cloister of Trials. 


When you arrive, make sure that 
Tidus, Wakka, and Rikku are equipped 
with armor that resists or wards off 
stone. You have a monster that must 
be defeated before you can enter the 
Antechamber where the aeon is kept. 
Go to the north end of the stone 
walkway and jump in the water. 


Upon exiting the chamber, don’t 
miss the two treasure chests in the 
Antechamber. 


Destruction Sphere 


When you successfully step on the 
correct spaces in both rooms, a chime 
plays and a Destruction Sphere is re¬ 
vealed in the 


Take the Destruction Sphere to the 
west room and insert it in the recess 
to the right of the monitor against 
the far wall. The wall crumbles, and 
the prize, Magistral Rod, is yours. 

"Additional” 

Aeons 


Yojimbo 
Cavern of 
the Stolen Fayth 

Go to the north exit from the Calm 
Lands: Near Bridge; from there, head 
to the Gorge Bottom and into the 
Cavern of the Stolen Fayth. Head 
north through the cave. 


In order to get Yojimbo, you need lots 
of money—about 300,000 Gil. When 
you meet Lady Ginnem in the Cavern 
of the Stolen Fayth, defeat Yojimbo 
and then step on the teleporter pad 
and take the treasure from the caves 
that are flanking the main cavern. 


To start the battle, swim toward the 
small green square on the map. The 
boss, Geosgaeno, has high defense, 
but takes a lot of damage from Holy 
and fire spells. Cast Haste on every¬ 
one first, then hammer away with 
magic and powerful physical attacks. 
When Geosgaeno sucks a party 
member into his caged belly, make 
sure those on the outside are at full 
health; when the captured character 
is “returned,” everyone takes sub¬ 
stantial damage. 


After Geosgaeno is defeated, swim 
toward the small green square oh 
the map. Once you're through the 
Underwater Passage, enter the Ante¬ 
chamber and stand in front of each 
of the six statues. After the sixth 
statue is illuminated, the seal against 
the north wall shatters. 


Enter the Fayth Ruins and take the 
Anima aeon. 


Magus Sisters (Cindy, 
Sandy, and Mindy) 
Remiem: Great Hall 



Not only is this trio incredibly pow¬ 
erful, but they’re hilarious to watch 
when unleashed on an unsuspecting 
enemy. To obtain these triplets of 
terror, you must satisfy the following 
conditions: 



Have all seven aeons—Valefor, Ifrit, 
Ixion, Shiva, Bahamut, Yojimbo, and 
Anima. Also make sure that you’ve 
obtained the treasure from each 
Cloister of Trials—including the 
one at Zanarkand. 



Collect all of the required monsters 
from the Calm Lands and Mt. Gagazet 
The set of monsters from the latter 
group yields the Blossom Crown. To 
obtain the Flower Sceptor, defeat 
Valefor, Ifrit, Ixion, Shiva, and Baha¬ 
mut at the Remiem Shrine. 



At the Remiem Shrine, enter the 
Great Hall and defeat each of Bel- 
gemine’s aeons. Then go to the door 
on the east wall. Use the Flower 
Scepter and Blossom Crown to 
break the seal, and then enter the 
cave and take your prize. 
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Looking for that certain element to upgrade a weapon or shield? Here we 
show you which monsters yield important items and other elements that 
you can use to create an awesome weapon or build your defenses. 


The Art of Stealing 

j As you develop various character abil- 
| ities, you can learn how to steal from 
f monsters—and bosses—during bat- 

I tie. Any items that you take can then 
be used to upgrade weapons and ar¬ 
mor when the Customize menu is 
| unlocked later in the game. Here's a 
' list of the monsters that are lurking 
in each area and the items that can 
[ be stolen from them with the Steal 
[ or Mug commands. Some monsters 
I yield more than one item. 


1 Besaid 

Item: 

Monster(s): 

Phoenix Down 

Condor 

Potion 

Dingo 

Fish Scale 

Water Flan 

I Calm Lands 

Item: 

Monster(s): 

Dream Powder 

Skoll 

Fire Gem 

Flame Flan 

Grenade 

Mech Scouter 

Hypello Potion 

Shred 

Ice Gem 

Chimera Brain 

Mana Spring 

Coerul 

Petrify Grenade 

Anacondaur 

Poison Fang 

Nebiros 

Remedy 

Malboro 

Stamina Spring 

Ogre 

1 Calm Lands: Arena 

Area Conquest 

Item: 

Monster(s): 

Candle of Life 

Don Tonberry 

Chocobo Wing 

Cactuar King 

Farplane Shadow 

Espada 

Farplane Wind 

Coeurlregfna 

Healing Spring 

Cactoblepas; 



Mana Spring 

Chimerageist 

Petrify Grenade 

Jormungand 

Purifying Salt 

Abaddon 

Remedy 

Malboro Menace 

Shadow Gem 

Abyss Worm 

Smoke Bomb 

Stratoavis 

Soul Spring 

Kottos 

Original 


Gambler’s Spirit 

Catastrophe; 


Earth Eater; 


Greater Sphere; 


Neslug; Shinryu 

Level 2 Key Sphere 

Catastrophe 

Species Conquest 

Gold Hourglass 

Fafnir 

Lightning Gem 

Vidatu 

Lunar Curtain 

One-Eye 

Poison Fang 

Sleep Sprout 


1 Djose Highroad 

Item: 

Monster(s): 

Antarctic Wind 

Snow Flan 

Antidote 

Bite Bug 

Ether 

Funguar 

Hi-Potion 

Bunyip; Garm 

Petrify Grenade 

Basilisk; Raptor 

Potion 

Lamashtu 

Silence Grenade 

Funguar 

Smoke Bomb 

Simurgh 

1 Dome: Interior 

Item: 

Monster(s): 

Candle of Life 

Fallen Monk 

Holy Water 

YAT-97; YKT-II 

Lunar Curtain 

Defender Z 

Purifying Salt 

Fallen Monk 

I H In 'III III 1 li'l — 

Item: 

Monster(s): 

Al Bhed Potion 

Mech Defender 

Dream Powder 

Bandersnatch 

Ether 

Behemoth 

Frag Grenade 

Splasher 

Grenade 

Mech Leader; 

Hi-Potion 

Grendel; Nidhogg 

Mana Tablet 

Behemoth 

Mega Potion 

Grendel 

Musk 

Ahriman J 

Remedy 

Mandragora 

Soul Spring 

Bashura 

Star Curtain 

Dark Flan 

Water Gem 

Achelous; 

Maelspike 

1 Kilika 

Item: 

Monster(s): 

Antidote 

Killer Bee; Ragora 

Electro Marble 

Yellow Element 

Petrify Grenade 

Dinonix 

Soft 

Dinonix 

I Lake Macalania 

Item: 

Monster(s): 

Arctic Wind 

Chimera; Ice Flan 

Fish Scale 

Blue Element 

Hi-Potion 

Evil Eye; Guado 
Guardian; Mafdet; 
Murussu; Xiphos 

Lightning Strike 

Chimera 

Sleeping Powder 

Snow Wolf 

I Macalania Woods 

Item: 

Monster(s): 

Arctic Wind 

Chimera 

Fish Scale 

Blue Element 

Hi-Potion 

Murussu; Wasp; 

Lightning Marble 

Chimera 

Petrify Grenade 

Iguion 

Soft 

Iguion 


1 Mi’ihen Highroad 

Item: 

Monster(s): 

Antarctic Wind 

White Element 

Bomb Fragment 

Bomb 

Echo Screen 

; Floating Eye 

Electro Marble 

Thunder Flan 

Hi-Potion 

Dual Horn 

Petrify Grenade 

Ipiria 

Potion 

Mi’ihen Fang; 

Raldo; Vouivre 

Silver Hourglass 

Vouivre 

1 Mt. Gagazet 

Item: 

Monster(s): 

Al Bhed Potion 

Mech Defender 

Antidote 

Grat 

Dream Powder 

Bandersnatch 

Ether 

Behemoth 

Fire Gem 

Grenade 

Grenade 

Mech Leader; 
Splasher 

Hi-Potion 

Grendel; Nidhogg 

Lightning Gem 

Imp 

Musk 

Ahriman 

Remedy 

Mandragora 

Soul Spring 

Bashura 

Star Curtain 

Dark Flan 

Water Gem 

Achelous; 

Maelspike 


Item: 

Monster(s): 

Bomb Fragment 

Red Element 

Electro Marble 

Grandarewa; 
Thunder Flan 

Potion 

Lamashtu 

Silence Grenade 

Funguar 

Silver Hourglass 

Lamashtu 

Smoke Bomb 

Garuda 

Soft 

Raptor 

1 Omega Ruins 

Item: 

Monster(s): 

Farplane Shadow 

Master Coeurl; 
Wraith 

Farplane Wind 

Varuna 

Fire Gem 

Puroboros 

Healing Water 

Adamantoise 

Hi-Potion 

Black Element; 

Hypello Potion 

Halma 

Lunar Curtain 

Defender Z 

Mana Spring 

Mega Potion 

Master Tonberry 

Musk 

Petrify Grenade 

Floating Death 
Demonolith; 

Shining Gem 

Black Element 

Stamina Spring 

Spirit 

Stamina Tonic 

Machea 


Item: 

Chocobo Feather 

Hi-Potion 
Shadow Gem 
Sleeping Powder 
Smoke Bomb 



Monster(s): 

Cactuar 
Mech Guard 
Mushussu 
Sand Worm 
Sand Wolf 
Alcyone; Zu 



Item: 

Monster(s): 

Blessed Gem 

Barbatos 

Farplane Wind 

Wraith 

Healing Spring 

Behemoth King 

Healing Water 

Adamantoise 

Light Curtain 

Gemini 

Petrify Grenade 

Demonolith 

Remedy 

Great Malboro 

Silence Grenade 

Exoray 

Star Curtain 

Barbatos 


Item: 

Monster(s): 

Ether 

Thom 

Farplane Shadow 

Ghost 

Hi-Potion 

Epaaj; Nidhogg; 
Tonberry; Valaha 

Lightning Gem 

Imp 

Lunar Curtain 

Defender 

Mana Spring 

Coeurl 

Phoenix Down 

Ghost 

Remedy 

Malboro 

Shining Thorn 

Dark Element 

Silence Grenade 

Thorn 

Soft 

Yowie 


Item: 

Monster(s): 

Chocobo Feather 

Qactuar 

Electro Marble 

Aerouge; Gold 
Element 

Hi-Potion 

Buer; Kusariqqu 

Light Curtain 

Iron Giant 

Lunar Curtain 

Larva 

Petrify Grenade 

Melusine 

Soft 

Melusine 


Item: 

Monster(s): 

Ether 

Behemoth 

Hi-Potion 

Grendel 

Mega Potion 

Grendel 

Musk 

Ahriman 

Remedy 

Mandragora 

Soul Spring 

Bashura 

Star Curtain 

Dark Flan 
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THERE ARE 100 HIDDEN PACKAGES IN GRAND THEFT 
AUTO III THAT ARE LOCATEO ACROSS THE THREE < 
AREAS. HERE'S WHERE YOU CAN FIND ALL OF THEM. 


f 



PORTLAND 


11. SAINT MARK’S: On top of a 
dirt pile in the building facing 
the large potholes. 


17. REO LIGHT DISTRICT: Shatter 23. CHINATOWN: Located in the 
the glass windows of the Rush alley behind the Roast Peking 
Construction Company building. Duck restaurant. 




6. P0RTLAN0 BEACH: On a grassy 12. SAINT MARK'S: Through the 
ledge above the beach and be- small grassy opening. Run over 
, low Salvatore’s back balcony.: a rooftop into an area below. 


18. SAINT MARK'S: Head south 
of Mama’s restaurant and i 
the long, narrow alleyway. 


24. TRENTON: In the back of 
Bitch ‘n’ Dog Food Factory 
near Joey's place. 



2. HARWOOD: Jump from the HI 
tracks onto the roof of the 7. HEPBURN HEIGHTS TOWERS: Be- 
radlo station. hind the building as far as you 


13. REO LIGHT DISTRICT: Usethe 19. SAINT MARK'S: Insideofthe 25. TRENTON: Jump off the El 

stairs that lead to the rooftop tunnel near 8-Ball’s Shop. Train tracks and onto the roof 

of Luigi’s Sex Club 7 and jump Bums are standing around of the Liberty Pharmaceuticals 

one roof over. the package. building. 



3. SAINT MARK'S: Navigate along _ 

■the top of the concrete walls 8. HEPBURN HEIGHTS TOWERS: . 
; until you can jump onto a roof- the circu | ar structure in the 
top; from there, jump onto the midd | e Q f th e | 0 t 
roof of the Amco Gas Station. 


U. RED LIGHT DISTRICT: Use the 20. P0RTLAN0 VIEW: Jump off the 26. PORTLAND DOCKS: Climb the 
stairs to the top of the big 
building near the Colombian’s 
ship. Jump from that rooftop 
to the slanted metal awning 
of the next building. 



I» 



1 f . 

• 




15. RED LIGHT DISTRICT: Use the 21. CHINATOWN: Located in the 
stairs in the alley across from alley behind Hong Hung Inc. 




5. PORTLAND BEACH: Located in 
' the small corridor behind Salva¬ 
tore’s mansion. 


10. SAINT MARK'S: South of the 
Amco Gas Station. Located in 
the tiny alley in the rear. 



27. TRENTON: The package is lo¬ 
cated in the far back corner of 
the building near Joey’s place. 


22. CHINATOWN: Take the stairs 
16. CHINATOWN SUBWAY: Near the near the Punk Noodles sign to 
bathrooms. the Poof. 


































































STAUNTON ISLAND 



34. ROCKFORD: Located in the 
northwest corner of Phil’s Army 
Surplus. 



36. ROCKFORD: Use the ambu¬ 
lance to climb onto the low 
roof of the hospital. 



38. LIBERTY CAMPUS: East of 
South University. 



40. FORI STAUNTON: Walk care¬ 
fully along the girders and onto 
the top of the bridge. Using the 
overhead view is key to navigat¬ 
ing the narrow path. 



41. ASPATRIA: Steal a Cartel 
Cruiser, which is a blue truck, 
to gain access to the Colom¬ 
bian Cartel’s gate. You can find 
the package in the east garage. 


46. BELLEVILLE PARK: Drive off 
the northeast edge of the Curvy 
onramp to the bridge leading to 
Shoreside Vale. The package is 
located on the rooftop of Unde 
BJ’s East Deli. 



47. BELLEVILLE PARK: Under the 
freeway leading to Shoreside 
Vale. Located between a con¬ 
crete pillar and a wall. 






42. FORT STAUNTON: In the sec¬ 
ond construction building south 
of package #39. It’s hidden along 


43. NEWPORT: Located in a 
garage in the alley near the 
Carpark and 8-Ball’s Shop. 


48. BELLEVILLE PARK: The pack¬ 
age is on the basketball court. 


49. BELLEVILLE PARK: You must 
have access to Shoreside Vale 
to acquire this package. Stand 
on the drawbridge when it goes 
up and the package is in the 
middle of the rising platform. 
Stand on the median to reach it. 


44, NEWPORT: The package is lo¬ 
cated in the second level of the 
carpark, near a ramp. 


in the alley between the Fire 
Station and Uncle BJ’s East Deli. 


50. BELLEVILLE PARK: Under the 
small bridge in the park. 


51. NEWPORT: Located on the 
pier south of Asuka’s Pier. 



|G 


52. NEWPORT: Located in the 
back of the alley behind the 
locked garage. 




On the pier south 
of Callahan Bridge. 


55. T0RRIN6T0N: Use a police car 
to open the gate to the parking 
lot to obtain the package. 



56.T0RRIN6T0N: Use the lower 
pathway to the Police Station, 
located in the parking area. 



57. BEDFORD POINT: In a small 
area on the southeast side of 
the Cathedral. 



58. BEDFORD POINT: At the end 
of the alley next to the Hyaku 
dojo building. 



59. BEDFORD POINT: In the under¬ 
ground parking garage of the 
Amco Gas Station building. 



60.T0RRINGT0N: Follow the 
Amco Gas Station building’s 
stairs to the rooftop. 



61. BEDFORD POINT: Located 
upstairs in the breakable glass 
building. 



62. BEDFORD POINT: In the re¬ 
cessed red door area on the 
south side of the street. 



63. BEDFORD POINT: The package 
is near the underground parking 
lot. To reach it, jump onto the 
ledge, and from there, jump 
onto the higher rooftop. 





























































this year! 

or 


Yes! 


Buy a one-year (12 issue) gift 
subscription to GamePro magazine 
for the low price of $19.97 and 


□ yes! I want to give two one-year 
(12 issues) GameProgitt 

subscriptions* for |ust $19.97. 


... . )S funds Add $12 for Canadian orders and 


GIVE THEM 
WHAT THEY 
I REALLY 
WANT THIS 
J LIDAY! 





















59. BEDFORD POINT: In the under¬ 
ground parking garage of the 
Amco Gas Station building. 


58. BEDFORD POINT: At the end 
of the alley next to the Hyaku 
dojo building. 


47. BELLEVILLE PARR: Under the 
freeway leading to Shoreside 
Vale. Located between a con¬ 
crete pillar and a wall. 


BOONE IA 50037-2579 


60. TORRINGTON: Follow the 
Amco Gas Station building’s 
stairs to the rooftop. 


41. ASPATRIA: Steal a Cartel 
Cruiser, which is a blue truck, 
to gain access to the Colom¬ 
bian Cartel's gate. You can find 
the package in the east garage. 


53. NEWPORT: Follow the stairs 
up to the front of the building 
beside the Police Station. 


36. ROCKFORD: Use the ambu¬ 
lance to climb onto the low 
roof of the hospital. 


On the pier south 
of Callahan Bridge. 


age is on the basketball court 


STAUNTON ISLAND 


34. ROCRFORD: Located in the 40. FORT STAUNTON: Walk care- 46. BELLEVILLE PARR: Drive off 52. NEWPORT: Located in the 

northwest corner of Phil’s Army fully along the girders and onto the northeast edge of the curvy back of the alley behind the 

Surplus. the top of the bridge. Using the onramp to the bridge leading to locked garage. 

overhead view is key to navigat- Shoreside Vale. The package is 
ing the narrow path. located on the rooftop of Uncle 

BJ’s East Deli. 


NO POSTAGE 
NECESSARY 
IF MAILED 
IN THE 

UNITED STATES 


37. ASPATRiA: Head to the top 
of the Staciium’s main 


ond construction building south 
of package #39. It’s hidden along 
the east wall. 
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GIVE THEM 
WHAT THEY 
I REALLY 
WANT THIS 
■HOLIDAY! 


Give GamePro for the holidays this year! 

Use the attached card to order or 
call 800/678-9097. 


H313GAF 









STAUNTON 
ISLAND HAP 


64. BEDFORD POINT: Hidden be¬ 
hind the rocks before the pier. 


65. BEDFORD POINT: Located 
between a dumpster and card¬ 
board boxes in the large pro¬ 
ject’s parking lot. 


67. BEDFORD POINT: In the middle 
of the pedestrian bridge. 


68. TORRINGTON: Behind the large 
star sculpture in front of the 
dark, marble stairs. 





























SHORESIDE VALE 










85. WICHITA GARDENS: Located at 
the entrance to the apartment 
building. 


73. COCHRANE 0AM: Located atop 
the helipad. 


74. COCHRANE 0AM: In the corner 
against the canyon wall. 


97. FRANCIS INTL. AIRPORT: 
Located in the lowest level 
of the subway by the 


75. CEOAR GROVE: Located be¬ 
hind the second large house. 


81. CEOAR GROVE: Under the 
overpass covered with graffiti. 


70.COCHRANE 
is located on the path 
the west dam dome. 


the concrete Walls, then jump 
down onto the rooftop and 
drop into the fenced area. 


86. WICHITA GARDENS: In the 
small area between apartment 
buildings. 


92. FRANCIS INTL. AIRPORT: Lo¬ 
cated beside the fire truck at 
the airport. 


INTL. AIRPORT: To 
find the package, walk through 
the small opening in the wall 
Surrounding the control tower. 


hind the hospital. 


89. PIKE CREEK: Run up the 
stairs of the Turtle Head build¬ 
ing and jump from the rooftop 
to the slanted rooftop of the 
building beside it. 


90. PIKE CREEK 
located in the 
tie Head stora 


91. WICHITA GARDENS: Under the 
wooden ramp near the airport 


porch of the third large house. 


77. CEOAR GROVE: On the front 
porch of the fourth large house. 


located behind the police sta¬ 
tion. Hop over the wall to the 
top of the police garage. 


I 83. PIKE CREEK: Located behind 
the building near the oil drums. 


. 79. CEOAR GROVE: Located in be¬ 
tween the picnic tables and the 
■ rock wall. 


78. CEOAR GROVE: Steal a Cartel 
Cruiser to open the gate into 
the Colombian mansion. The 
package is located in the empty 
swimming pool. «jj| 









































98. FRANCIS 
cated down a ramp at the 
south end of the runway area. 


99. FRANCIS INTL. AIRPORT: Lo¬ 
cated on the helipad southwest 
of the airport 


down the long runway to the 























Mike and Julie 
Friday night 8:11 
After the Game 




Think about Nature's 
Cure now, so you can 
focus on more 
important things later. 

Nature's Cure Two-Part 
Acne Treatment System 
works INSIDE and 
OUTSIDE to clear and 
prevent acne. 

All-natural tablets 
help stop acne where 
it starts. 

Benzoyl Peroxide 
cream gets rid of the 
zits you already have. 



Nature's Cure. Be ready for when it matters most. 























Welcome to Vice City! 


Map Key 


There are various letters and numbers on the Vice City map, and each one 
corresponds with an important location, mission, item, or weapon. 


I 



Key Mission Markers 

1-100 Hidden Packages 
A Avery Carrington 


Cuban Missions 
Colonel Cortez 

Cherry Popper Ice Cream Factory DOWNTOWN 


R1-R35 Rampage Missions 
SU Sunshine Autos 
V Tommy Vercetb Estate 

Melee Weapons 


Small Arms 

W10 Colt .45 Pistol 
W11 TEC-9 
W12 Ingram MAC 10 
W13 Uzi 9mm 
W14 MP5 

Shotguns and Rifles 

W15 Shotgun 
W16 Stubby Shotgun 


Explosives 


Exotic Weapons 


Store Locations 

AM Ammu-Nation 

PNS Pay ¥ Spray 

TO Tool Shop 


VICE POINT 


OCEAN 

BEACH 


Colt M4 

Rocket Launcher 
Spas-12 Shotgun 















Lance Vance voiced by pm Michael nomas 


Basic Strategies 



Found most frequently near hospitals, 
these hearts completely rejuvenate 
your life meter. Other ways to boost 
your life meter include buying food 
from restaurants, hiring a prostitute, 
or entering an ambulance. 


Armor 



As long as this durable body armor 
remains intact, it will absorb all 
physical damage. Available for $200 
(or for free by entering a police 
Enforcer), it’s always worth invest¬ 
ing in armor before a tough mission. 



Not only does adrenaline produce a 
cool slow-motion effect, but it also 
provides a legitimate tactical advan¬ 
tage during sniping missions. When 
under the muscle-boosting effects 
of adrenaline, you can also push cars 
out of your way. 



If this house icon is green, it means 
the property is for sale. Stand over 
the icon to view the asking price and 
then tap LI to purchase the property 
(if you have the funds). You won’t be 
able to own much property this early 
in the game, though. 



Safehouses allow you to save and 
change your clothes. Though you ini¬ 
tially have only a room at the Ocean 
View Hotel, you can acquire various 
properties throughout the game. 
Worthy safehouses have garages in 


which you can store stolen cars, but 
the best ones have helipads. Ignore 
real estate for now and just wait until 
you claim Diaz’s swanky place for free. 

Shops 



Capitalism is alive and well in Vice 
City. When you need firearms or 
armor before a big heist, head to a 
nearby Ammu-Nation to stock up. 
If you want a melee weapon, go to a 
Tool Shop. The map on page 2 of 
this ProStrategy Guide details the 
available wares of the Ammu-Nations 
and Tool Shops during roughly the 
first half of the game. 


If the police bust you, you’ll find 
yourself outside the police station. 
If you die, you’ll find yourself out¬ 
side a local hospital. In both cases, 
you fail your mission and lose your 
weapons (plus some cash). :g 


Taxis 



If you blow a mission by getting killed 
or busted, look for a Kaufman taxi 
waiting outside the hospital or police 
station—a purple arrow hovers over 
it. The cab will drive you to your old 
employer so you can conveniently 
restart the botched assignment. 


Goodfellas 


These guys aren’t choirboys, but 
they’re still the friendliest faces 



Assigned to supervise a Mob-funded 
drug deal on behalf of Mafia boss 
Sonny Forelli, Tommy Vercetti and a 
sleazy Vice City lawyer arrange for 
the exchange. But now both the 
money and drugs are gone, and the 
wolves are at the door. Broke and 
desperate for answers, Tommy must 
locate the missing money before 
Sonny decides to pay him a visit. 


Lance Vance seeks vengeance against 
the same individuals who wronged 
Tommy. He’s a powerful ally, but he’s 
got his own motives. 


Ken Rosenberg voiced by bhi newer 



Tommy’s main contact in Vice City, 
this oily lawyer has connections to 
some of the biggest players in town. 
More importantly, he can pull strings 
to release Tommy from jail. 


Colonel Cortez voiced by Robert Oavi 



This suave smuggler offers Tommy 
information and leads, plus some 
lucrative freelancing opportunities. 
He has a pesky problem concern¬ 
ing the French government 


“Big" Mitch Baker voicedbylee Majors 



Underneath the tattoos and sneer, 
this beer-swilling biker is a gentle 
teddy bear. After Tommy successfully 
completes a classic biker initiation, 
“Big” Mitch offers missions and ad¬ 
vice from his barstool at the Greasy 
Chopper. 




































Phil Cassidy Him ay Sary Dusey 



A boomshine-swillin’, knee-slappin’ 
redneck with an axe to grind, Phil is 
the biggest weapons dealer in Vice 
City. Looking for a blaster with 
some punch! Here’s your man. 



Umberto supervises the local Cuban 
gang from the safety of his cafe in 
Little Havana. His blind hatred of 
the rival Haitian gangs may prove 
to be lucrative. 



When she's not busy reading fortunes 
and mixing strange brews, Auntie 
Poulet provides guidance to the local 
Haitian boys. She’s good at getting 
her way. 


Steve Scott voiced Oy Dennis Hopper 



This porno director is looking for 
some leading ladies for his latest 
smut flick. But he’s got this weird 
obsession with giant sharks.... 







Badfellas 


The dominant gangs in town are the 
Cubans and the Haitians, and open 
war between the two sects is a com¬ 
mon occurrence in Vice City. Gangs 
have a dangerous tendency to attack 


The Law 


If Tommy’s going to make any green 
in Vice City, he'll have to stay one 
step ahead of johnny Law. 

Police Officers 


Vice City’s Most Wanted 


From common gutter slime to elite 
mob lords, Vice City is home to 
every type of lowlife imaginable. 

Sonny Foreili voiced by Tom Sizemore 


Sonny is the head of the Foreili Crime 
Family, and he spells serious trouble. 
He calls periodically from Liberty 
City to remind Tommy to recover 
his stolen drug money—or else. 

Ricardo Diaz voiced ay uris Suzman 


If you spot sinister black Ranchers 
and Washington sedans, say your 
prayers. These elite agents move 
into attack formation at the fifth 
Wanted Level, wielding MP5s with 
devastating accuracy. 


Now you’re in deep. Once you hit 
the sixth and final Wanted Level, pre¬ 
pare to face relentless waves of Bar¬ 
rack OLs, soldiers, and indestructible 
Rhino tanks. 


Kent Paul voiced ay Danny oyer Detectives 


“Mr. Coke” is a major supplier to the 
Vice City drug market—the mansion 
on Starfish Island is a monument to 
his success. Diaz is suspected of play¬ 
ing a role in Tommy’s failed drug deal, 
but in the meantime. Tommy works 
for him to earn his trust 


Fighting back against the cops will 
only raise your Wanted Level and 
lower your survival chances. To get 
the cops off your back, you need to 
use brains, not brawn. 

Laying Low 


fThis stuck-up punk talks tough at first, 
but poses no real threat after Tommy 
intimidates him. Pseudo-manager for 
the hair-metal band Love Fist 

Mafia Thugs 


Flaunting Uzis and souped-up sport- 
cars, these Miami Vice-wannabes 
make a flashy entrance when you 
hit the third Wanted Level. Don’t 
be a fashion victim—blow them 
away and steal their wheels! 


These lowlifes are only smart enough 
to pull a trigger and follow orders. 
Show them what happens to those 
who mess with Tommy Vercetti. 


birds can track you to any outdoor 
location. Avoid their sniping shots 
by hiding in cars or buildings, but 
beware the SWAT agents who rap¬ 
pel down for a ground assault. 


Packing only pistols and billyclubs, 
cops are no match for a well-armed 
crook. But cops can bust you; don’t 
let one knock you down or enter 
your car—if you do, you’ll spend 
the night at the police station. 


A constant threat past the third 
Wanted Level, these nimble whirly- 


To ditch a one-star Wanted Level, 
just keep a low profile and the cops 
forget about you. Duck into an alley 
or take a spin around the block to 
kill some time, but stay crime-free 
until the stink blows over. 

















































Small Arms 


For $100, the Pay‘N’ Spray garage re¬ 
pairs and paints your getaway vehicle, 
disguising you from the cops. When 
you exit the Pay ‘N' Spray, don't com¬ 
mit any crimes while your Wanted 
Level flashes—if you do you’ll be 
back in hot water again. 


Melee Weapons 


Brass Knuckles © 


Brass knuckles turn Tommy’s hands 
into lethal weapons. Tap O to strike 


Wardrobe Change 

To clear a one- or two-star Wanted 
Level, toss on a clean pair of jeans 
at your safehouse or snag a designer 
suit from Rafael’s to throw off the 
cops and start with a clean slate. 
Completing certain missions unlocks 

Bribes 


The fastest and easiest way to lower a 
high Wanted Level. When F.B.I. agents 
and helicopters are hot on your tail 
during tough missions, finding a Bribe 
should be your top priority. Bribes 
only clear one star, but you can col¬ 
lect them from your vehicle. 

Pay W Spray 


nearby enemies, or press and hold O 
to stomp grounded opponents, s 

Screwdriver © 


Tap O to plunge it into a nearby foe. 
The screwdriver is the least effective 
weapon in Vice City, but it’s sold for 
a meager $10. 

Hammer © 


While the hammer isn’t useful in 
firefights, it can smash open locked 
cars (press and hold O) and the oc¬ 
casional skull (tap O). Buy it for $20. 

Nightstick 


Snag this lead-tipped billydub from 
downed cops. Tap O to whack nearby 
enemies, or press and hold Q to 
batter opponents on the ground. 

Baseball Bat © 


Beat on the brat with a baseball bat 
by tapping O; press and hold O to 
repeatedly bash downed opponents. 
Buy it for $80. 


This blade can deliver rapid slashing 
attacks (tap O), but it lacks the 
reach of the best melee weapons. 
Goes for $90. 

Meat Cleaver © 


Adds that classy touch to an other¬ 
wise dull kill; Hack nearby enemies 
by tapping O. Grab it from the cooks 
in “Back Alley Brawl,” or buy it for $50. 

Golf Club © 


This metal bludgeon is considered 
I must-have accessory for sophisti¬ 
cated thugs. You find clubs in golf 
carts at the Leaf Links course. 

Machete © 


This huge blade can easily butcher 
nearby foes, but you can’t sprint 
while carrying it. Own it for $100. 


A mediocre submachine gun, the 
TEC-9’s drive-by capabilities are 
crippled by its sluggish firing rate. 
Find it in the hands of petty crooks. 

Ingram MAC 10 CD 


Though this pint-sized peashooter 
lacks stopping power, it’s useful for 
drive-by shootings. Available for $200. 


Press and hold O while running to 
mow through enemies, or press and 
hold O over a downed opponent 
to make hamburger. First used in 
“Treacherous Swine,” the chainsaw 
is later sold for $500. 


Colt .45 Pistol CD 


Lance gives you this small pistol early 
on, but you need a bigger gun ASAR 
Buy one for $100. 


TEC-9 CD 

















































Uzi 9mm d> Ruger <3D 


Grenades <3 


Katana <3 


With solid accuracy and a brisk firing 
rate, this submachine gun is a cut 
above the Ingram and TEC-9, espe¬ 
cially for drive-by shootings. Purchase 
it for $400. 


MP5C3D 



Unparalleled accuracy and a wicked 
firing rate make the MP5 the weapon 
of choice for frantic shoot-outs, but 
it's also perfect for drive-by shootings. 
It’s eventually available for $3000. 



Keep the shotgun handy: Its power¬ 
ful blasts can easily obliterate nearby 
enemies and vehicles (just watch out 
for explosions). Get one for free by ; 
entering a police cruiser, or buy it J 
for $500. 


Stubby Shotgun 



With a wide shot spread and a 
lengthy reload time, this cannon 
dominates enemies in dose-quarter 
brawls. Available for $600 at North 
Point Mall’s Ammu-Nation. 


This light carbine is handy for surprise 
firefights and basic sniping work 
(press and hold Rl to aim manually). 
Cortez gives you a free Ruger in 
“Guardian Angels,” but it also sells 
for $1000. 

M60 



Lance gives you this heavy-duty as¬ 
sault rifle in the mission “Rub Out.” 
Most effective when aimed manually 
(press and hold Rl). 


Sniper Rifle <3 



Bang—you’re dead! This sniper rifle 
is accurate and deadly, but suffers 
from a slow reload. Only $ 1500. 


Explosives 


Molotov Cocktails <3 



Sometimes you just gotta heat things 
up. The throwing controls are pres¬ 
sure sensitive—tap O lightly to drop 
a Cocktail, or press and hold O to 
throw a long bomb. Don’t singe 
your eyebrows. 


These timed bombs can easily demol¬ 
ish several nearby vehicles. Tap O to 
drop a grenade, or press and hold O 
to throw a long bomb. Snag ’em at 
the North Point Mall’s Ammu-Nation 
for $300. 


Teargas O 



Once activated, this grenade spreads 
a cloud of gas that slowly damages 
nearby enemies, but it isn’t a partic¬ 
ularly useful weapon. 


Remote Bombs 3 



Perfect for laying traps, this remote- 
detonated bomb is the most practi¬ 
cal explosive you can find. Throw it 
like a normal grenade and then tap O 
to detonate it 



Flamethrower <3 



Vastly improved over its GTA III 
predecessor, the flamethrower is 
best used to destroy vehicles and 
fend off encircling attackers. Due 
to its bulkiness and limited range, 
the flamethrower is strictly a dose- 


range weapon. 


More versatile than the clumsy chain¬ 
saw, this elegant katana sword can 
decapitate unlucky foes with one 
swipe. Better yet, you retain full 
mobility when wielding it. Tap O 
to slice and dice nearby enemies, 
or press and hold O while running 
to deliver a powerful slashing attack. 

Colt Python 



Though this six-shooter has a mod¬ 
est firing rate and a pokey reload 
time, it can kill any unarmored 
human with one devastating shot. 
The Python is equally capable in 
both dose-range brawls and long- 
range firefights. 



Talk about overkill: This mammoth 
Vulcan cannon effortlessly obliterates 
cars, trucks, and even helicopters in 
a withering volley of lead. It’s cumber¬ 
some, so save it for special occasions. 
Available from Phil’s Place once you 
complete his side missions. 


Colt M4 3 



A notch above the basic Ruger car¬ 
bine, this sleek rifle packs a rapid 


























































firing rate and limited sniping capa¬ 
bilities (press and hold Rl) into one 
balanced weapon. 

Rocket Launcher <3 



The all-powerful rocket launcher is 
the weapon of choice for the dis- 
criminating serial killer. This weapon 
must be fired while manually aiming 
(press and hold Rl). You can find 
the rocket launcher at Phil's Place 
once you complete Phil Cassidy’s 
Asset missions. 


Spas-12 Shotgun <3 



The Spas-12 shotgun carries seven 
buckshot rounds in a semi-automatic 
firing configuration, so it doesn’t suf¬ 
fer from lengthy reload pauses. Ca¬ 
pable of shredding any vehicle or 


human in one or two shots, the Spas- 
12’s short range is its only weakness. 

PSG-1 



Thanks to the laser scope and speedy 
semi-automatic firing rate, the 
PSG-1 is the preferred weapon for 
sniping operations. Press and hold 
RI to snipe, but note that the PSG- 
I’s accuracy is slightly inferior to 
that of the basic sniper rifle. 



Some larger weapons must be man¬ 
ually aimed at opponents. Press and 
hold RI to toggle to a first-person 
targeting view. The sniper rifle can 
also zoom: Press ahd hold x to zoom 
in and □ to zoom out 



Smaller weapons use an auto-aiming 
system to target enemies. Press and 
hold RI to target a nearby enemy, 
then tap L2 or R2 to cycle to the 
next target in that respective direc¬ 
tion. Practice using this technique, 
and you can rapidly dispatch crowds 
of enemies. 



weapon accuracy. Crouching also lets 
you take cover behind nearby bar¬ 
riers, but you cannot move until you 
tap L3 again to stand. 


Sprinting 



When a situation turns ugly, some¬ 
times the only sane option is to run 


for your life. Press and hold X to 
sprint fast (but only for a short 
time); pr tap X rapidly to sprint for 
longer distances. Tommy's sprinting 
endurance starts out very low, but 
improves later in the game. 


Planes, Gold Chains, and 
Automobiles 


You should have no problem finding 
a mode of transportation in Vice 
City—tap A to enter any vehicle. 

Cars 



The Banshee, Phoenix, Infernus, 
Stinger, Cheetah, and Comet all 
boast tight handling and raw horse¬ 
power. If you’re looking for a capable 
getaway car, also try the BliSta Com¬ 
pact. Be careful when traveling at 
high speeds, however, because these 
cars are more sensitive to collision 
damage. 

Motorcycles 



Speed and maneuverability are handy 
qualities to have when driving on Vice 
City’s twisty streets. The PCJ-600 is 
the speediest bike of the bunch, while 
the sturdier Freeway and Angel serve 
as excellent gun platforms. Choose 
the Sanchez dirt bike for superior 
handling and off-road capabilities. 

Boats 



When you need to get away from it 
all, find a Speeder, Marquis, or Rio and 
drive Vice City’s waterways. Docking 
can be tricky: Pull next to a low dock 


(such as the one at Leaf Links), tap A, 
and then carefully jump out of the 
boat onto the dock. 



Whether it’s a tiny radio-controlled 
helicopter or a menacing Maverick, 
all choppers pilot the same. Press 
and hold X to accelerate and as¬ 
cend; press and hold □ to descend. 
L2 and R2 serve as rotation. 



Dents and dings don't matter, but 
watch for black smoke—it means 
your ride is a fender bender or two 
away from total meltdown. When 
you see flames gushing from under 
the hood, run for cover! Also, car 
and bike tires are vulnerable to stray 
bullets and police spike traps, and 
you lose speed and handling for every 
tire you pop. 


Bailout 



If you don’t mind a few bruises, 
this slick new ability is the fast¬ 
est way to escape a flaming 
vehicle. To bail, press and 
hold A while driving at a 
high speed. Just before you I 
bail, aim to collide with any 1 
enemy cars so you catch 
them in the explosion. 

































































Ken Rosenberg’s Missions 


To appease the mob, Rosenberg 
needs you to intimidate two jurors 
into giving a “not guilty” verdict for 
one of Forelii’s boys. When you 
leave Rosenberg’s office, grab the 
nearby hammer before heading for 
the first juror. When you find the 
juror’s Sentinel, smash it from every 
angle using your hammer (press and 
hold O). 


Once you locate the work site, run 
through the crowd while smacking 
nearby workers. Once you’ve hit 
enough workers, a nearby security 
fence opens—head for it. Beat down 
the riot cop and snag his Golt .45. 


Prive-by Shooting 


Main Mission Walkthrough « 


Compared to GTA 111, Vice City’s 
game structure is more open-ended: 
Most of die time, there’s no “right” 
order to tackle the missions. Gen¬ 
erally, this ProStrategy Guide walks 
you through missions in the order 
they become accessible. 


Back Alley Brawl 


Drive to the second juror. When you 
clock him on the head with your 
hammer, he runs for his car. Smash 
the car to pieces with the hammer, 
but keep an eye out for cops on pa¬ 
trol. The juror eventually flees, clear¬ 
ing the mission and earning you $400. 
The first Assassination Mission is 
now available and represented by a 
phone icon on the radar (see “Assas¬ 
sination Missions,” elsewhere in this 
ProStrategy Guide). 

Riot 


Rosenberg introduces you to Avery 
Carrington, a ruthless real estate 
dealer. Avery wants you to disguise 
yourself as a blue-collar worker, infil¬ 
trate a work site, and engage in a 
little corporate espionage. Before 
heading to the work site, stop by 
Rafael’s to snag some coveralls. 


When driving a car or bike, press 
and hold LI or RI to look left or " 
right and then press and hold O to 
fire at that side. When driving a bike, 
you also have the ability to fire for¬ 
ward at enemy vehicles—just press 
and hold O to shoot forward. 


When you visit the Malibu to see 
Kent Paul, he tells you that a local 
cook may have something to do with 
your setup. Head for the radar blip 
and approach the cook in the alley. 
When he attacks, drop him with a 
flurry of punches and kicks. 


After Lance Vance arrives and tosses 
you a Colt .45 pistol, a gang of 
cleaver-waving cooks chases you 
and Lance from the alley—blast 
them to grab a blade and their cash. 
Follow Lance to the car, drive to 
Ammu-Nation, and then buy an 
Ingram MAC 10. Follow Lance’s 
directions to complete the mission 
and earn $200. 


D After the narcotics deal goes 
belly-up in “An Old Friend,” your hy¬ 
peractive lawyer walks you through a 
few small chores. While driving Ken 
home, take a minute to familiarize 
yourself with the control scheme. 


Powerslides let you zip around hair- 1 
pin turns and make quick 180-degree 
turns. While moving at a high speed, 
initiate the turn and hold the hand¬ 
brake (press and hold Rl) to start 
sliding—then hit the gas. 


The Party 


Rosenberg tells you about a retired 
colonel running smuggling iterations 
from a yacht in Vice City. It’s time to 
pay this Cortez a visit, but you first 
need to pick up a new outfit to fit 
in. Follow the radar blip to Rafael’s. 1 


Jury Fury 














































You must destroy all three vans to 
complete the mission, but those red 
barrels make this job easy. Press and 
hold Rl to target the closest red 
barrel, then shoot to trigger an ex¬ 
plosion. If you’re out of ammo, try 
bashing the van’s hood with the ham¬ 
mer until it explodes. Once all three 
vans are scrap metal, you earn $ 1000 
for completing the mission, as well 
as access to Avery’s first two side 
missions. For now, head to Cortez’s 
yacht on Ocean Beach 



E3 The ultra-smooth Colonel 
Cortez wants to help you, but first 
he’d like you to perform some 
dirty deeds on his behalf. 

Treacherous Swine 



Cortez learns that his loose-lipped 
underling leaked word of your drug 
exchange to others. Cortez gives you 
a chainsaw and asks you to carve up 
Gonzalez at his hideout Once you 
reach Gonzalez’s estate, head around 
back to snag an adrenaline. 



Though you don’t have to use the 
chainsaw to murder Gonzalez, it 





When the courier reaches the street 
he steals a getaway vehicle. He doesn’t 
take much punishment so shoot him 
from behind while driving a motor¬ 
cycle or simply smash him off the 
road with a sturdy car. Once you an¬ 
nihilate him, grab the guidance chips 
and take them to Cortez's yacht to 
finish the mission and earn $500. The 
second Assassination Mission will 
be available soon—head to the pay 
phone in Vice Point if you want to 
accept it (see “Assassination Missions,” 
elsewhere in this ProStrategy Guide). 


When the deal goes sour, you must 
protea both Lance and Diaz from 
several waves of enemy Cubans and 
Haitians. The first wave of enemy 
vehicles^approach on your right 
side—if you’re quick, you can shoot 
the first car and cause it to explode, 
wiping out several enemies at once. 
Keep an eye on Lance and Diaz’s life 
meters—if either man dies, you’ll 
fail the mission. 


certainly makes for a gory spectacle. 
After the brawl spills onto the Street, 
switch to a lighter weapon and chase 
Gonzalez up the street, ignoring his 
henchmen. Once you reach Gonza¬ 
lez, knock him down with your fists 
and then finish him with the chainsaw. 


Killing Gonzalez raised a ruckus, so 
the cops are in hot pursuit. Head for 
the Pay ‘N’ Spray to disguise your 
vehicle and ditch the police, then 
collect $250 for completing Cortez’s 
first mission. 

Mall Shootout 


Cortez wants you to meet a courier 
and buy some secret guidance chips. 
Once you reach the mall, take the 
escalator to reach the upper level 
and the courier. Just before you get 
the guidance chips, a French assault 
squad crashes the party and sends 
the courier running. Shoot down 
any enemies who block you from 
pursuing the fleeing courier. 


This is one of the toughest combat 
missions in the first half of the game. 
Cortez wants you to protea Diaz 
(a local coke baron) while he negoti¬ 
ates a trade for the French guidance 
chips. Cortez has stashed a Ruger for 
you at a nearby parking garage—its 
sniping skills will come in handy. Once 
you grab the gun, Lance appears and 
joins the mission, so head for the 


lig p T! 


in mi 


Lance tells you to get into position. 
Walk up the staircase and—in the 
precious seconds before the fren- p 
zied shooting begins—inch up to 
the left edge of the landing to get 
an unobstruaed view of the alley. 
Ducking (tap L3) increases your 
sniping accuracy. 



Several more enemy waves attack 
from both sides of the alley. By this 
point, you may want to fell from the 
ledge and use a shotgun or Uzi to 
finish off the remaining thugs. 



Oh no—French bandits on Sanchez 
dirt bikes have stolen the guidance 
chips! Hop onto the fallen Sanchez 
and follow your target down the 
dangerously narrow alleys. Ride at 
a brisk but safe speed and avoid clip¬ 
ping the walls to catch up to the 
biker. Blast him from behind with 
the Uzi, grab the dropped guidance 
chips, and then return to Diaz to 
score a $1000 reward (and unlock 
Diaz’s missions). 



D This loudmouthed buffoon con¬ 
trols Vice City’s drug trade! 
Colonel Cortez suspects Diaz set 
up your double-crossed narcotic 
trade, so you need to gain his trust 
and wait for an opportunity. 

The Chase 



Diaz suspects an underling has 
cheated him out of profits. Follow 
the radar to the dealer's apartment 


















































but don’t touch this pink marker 
just yet Ride past it and follow the 
road as it turns right. 



Follow this road until you come to 
the first right turn onto a street 
(not an alley). Look for a dumpster, 
health, and a Faggio scooter, and 
stash a fast bike or car here for later 
use. Return to the pink marker and 
then approach the dealer’s window. 



Once he sees you, follow the dealer 
up the steps and across the roof, 
but don't kill him. Once the dealer 
jumps to the street follow the radar- 
blip until you drop from the roof 
next to the dumpster (and your 
speedy vehicle). Pursue the thug. 



You will fail the mission if the dealer 
gets too far ahead, but you should 
keep up if you have a decent vehicle. 
Stay on his tail, and pull back a bit 1 
when he fires his Ruger at you. Even-' 
tually, he leads you to a fortress on 
Prawn Island. Your reward for locat¬ 
ing his hideout is $1000. 


Phnom Penh '86 



Now that you’ve uncovered the 
thief’s hideout, Diaz lends you his 






Blast the guard at the top of the stair¬ 
case, then step out onto the roof. 
Grab the briefcase and wait for Lance 
to pick you up. Once you make it 
back to town, you earn $2000 for 
completing the mission. Cortez’s 
final missions are now available. 


Cortez’s Missions (continued) 


Sir, Yes Sir! 


helicopter to assault Prawn Island 
and collect the loot As Lance pilots 
the chopper, you must use the 
heavy-duty M60 to clear a landing 
spade. Your enemies try to shoot 
you out of the air, so work fast and 
watch the chopper’s damage meter. 


Jog down the street and then aim 
your sniper rifle at the car. Wait 


Begin a continuous stream of fire 
(you have infinite ammo) and make 
tiny targeting adjustments to pick 
off the shooters. Also note the ex¬ 
plosive barrels. Be sure you kill all 
. ^hooters or Lance won’t move on. 
The first few waves of attackers are 
easy, so beat them quickly to avoid 
taking damage. 


Cortez asks you to steal a high-tech 
tank from an Army convoy, then stash 
it in a nearby garage before its self- 
destruct mechanism activates. Grab 
a car and a sniper rifle, then head 
for the radar blip. Prior to crossing 
the bridge, be sure to damage your 
car enough so it spews black smoke. 


The soldiers and Barrack OLs pro¬ 
tecting the tank are too tough to 
tackle head-on, so you must use a 
trap to temporarily clear a path to 
the tank. Once you approach the 
military convoy, go down the road 
and park your car in the street so 
it eventually blocks the tank’s path. 
This damaged car will serve as a 
crude bomb. 


Though you keep the M60, you 
should switch to an auto-aiming 
gun like the shotgun or Uzi before 
entering the hideout. Inside, your 
enemies wield wimpy TEC-9s and 
shouldn’t pose a serious threat, but 
don’t give them any opportunities. 
Work your way up the staircase, 
picking off enemies as you move. 


After you reach the backyard and 
tennis courts, shooters start hiding 
behind cs^S—blow up the cars to 
wipe them out The final waves of 
shooters can inflict serious damage 
on your chopper, so blow them 
away with a non-stop hail of lead. 
Once you've cleared the immediate 
area, Lance sets you down next to 
the fortress. 


until the convoy approaches your 
roadblock and you see a soldier 
break away from his buddies. Before 
he drives your car out of the tank’s 
path, fire the sniper rifle to trigger 
flames and an explosion. If you 
need to clear more soldiers, lob 
a Molotov or two. 



Once you begin your attack, the sol¬ 
diers and Barrack OLs head straight 
for you and leave the tank relatively 
defenseless. You’ve got an opening 
now, so dodge the soldiers and run 
right up to the tank. If the driver 
stubbornly stays inside his tank, bash 
on the door with a melee weapon 
to send him running. You’ve taken 
the tank, but the self-destruct 
mechanism is activated! 



You must guide the Rhino to a nearby 
garage before the Bomb Meter fills 
up. Though cars and bullets can’t stop 
you, the tank is slow enough that a 
lone cop could run right up and bust 
you, thus ruining your hard work. 
Plow through the patrol cars and 
toward the radar blip, stopping only 
to park the tank in the garage. Your 
well-earned reward is a cool $2000. 


All Hands on Deck 



The French military won’t let up, so 
Cortez must flee Vice City at once. 

: Before he can even leave the docks, 
you must defend his yacht from a 
full-fledged assault. Bring a shotgun, 
Uzi, and Ruger with plenty of ammo, 
plus full health and armor meters. 
Things are about to heat up. 












































After you destroy the last of the ships 
blocking the yacht, Cortez gives you 
$5000, a tiny Speeder boat, and his 
eternal gratitude. The Love Fist mis¬ 
sions soon become available, but 
first let’s finish off Diaz’s missions. 


Diaz’s Missions (continued) 


The Fastest Boat 


pilot the boat toward the drug 
dealer’s yacht (you switch roles later). 


£ ' 


You must reach the drug courier’s 
yacht before the other dealers get 
there first and steal your deal. 
During the first half of the mission, 
Lance shoots nearby boats as you 


After wiping up some enemy boats, 
you jiass by a dock teeming with 
angry, gun-toting dealers. Try to peg 
therp as they pass, or hit one of the 
several red barrels. 


Now a small helicopter has joined 
the fray. If you can target the shooter 
hanging out of the chopper door, 
blast him with the Ruger. Otherwise, 
chip away at the chopper until it 


Once you enter the section with the 
chain fences, groups of Ruger-toting 
guards open fire on you. Use your 
shotgun or Uzi to flatten any nearby 
foes, then switch to your sniper rifle 
and pick off the guards near the boat 
Run along the warehouse and then 
turn left into the building. 


The mechanics inside the structure 
drop melee weapons when killed. Hit 
the switch to drop the boat into the 
water and then pull out your Uzi 
or shotgun and run toward the boat. 
Guards rush you, so blow them away 
and head down the dock. 


These helicopters take turns carry¬ 
ing waves of French assassins to 
Cortez’s yacht—blast the shooters 
out of the chopper before they drop 
onto the upper deck. To destroy the 
choppers, keep up a steady stream 
of targeted Ruger fire. If you need 
health or Ruger ammo, head to the 
top deck to recharge. 


Diaz wants you to swipe a boat at 
the Vice City boatyard and add it to 
his collection. Turn left out of Diaz’s 
mansion and head for the city boat¬ 
yard. Make sure you have full armor 
and life meters, a shotgun or Uzi, 
and a sniper rifle. 


Tap A to enter the boat. It’s a short 
ride from here to Diaz’s mansion, but 
you now sport a three-star Wanted 
Level. Dodge the police boats and 
proceed under the bridge toward 
the radar blip. Reaching Diaz's with 
the boat earns you a sweet $4000. 

Supply & Demand 


Follow the blip on the radar, but 
don’t take the slower right-hand 
direction under the bridge. Instead, 
wrap around to the other side and 
take the left-hand path; if you’ve 
avoided collisions and slowdowns, 
you’ll pop out in front of the yacht 
and win the drug shipment 


Lance now takes the helm, freeing 
your hands for more important 
tasks like shooting angry drug deal¬ 
ers. Fire short controlled bursts 
with the Ruger to eliminate the en¬ 
emy boat pilots. Individual boats can 
be shot and destroyed, but it’s too 
time-consuming. 


When the mission begins, French 
gunmen pilot small boats to the 
starboard and port sides of Cortez’s 
yacht Blast them with an Uzi or MP5 
to keep them from killing Cortez’s 
guards (they provide cover fire). Drop 
to the bottom deck if you need a 
better shooting perspective.. .but 
don’t fall into the water! 


The situation just went from bad to 
worse; The French have summoned 
a military-grade assault helicopter, 
and you must destroy it using a puny 
Ruger. Take potshots at the chopper 
when it zooms over the yacht, but 
take cover when those rotary can¬ 
nons roar into life. Keep up a steady 
stream of Ruger fire, and the 'copter 
eventually explodes. 


After you fend off the first wave of 
attackers, Cortez’s yacht reaches a 
harbor blockade. Before Cortez can 


escape, you must individually target 
and destroy each ship—use the 
Ruger’s sniping capabilities to chip 
away at the ships, and watch out 
for gunmen zipping around in speed¬ 
boats. Before you can finish this 
task, you’re interrupted by a new 
threat—two threats, to be precise. 





















































If he runs for his office, take him 
down before he takes cover behind 
his desk. Finish him to complete 
the mission and earn a whopping 
$50,000 along with control of the 
Diaz mansion! 


Tommy Vercetti’s Missions 


□ Now that Tommy and his buddies 
have whacked Diaz and taken over his 
criminal empire, it’s time to start ex¬ 
panding the Vercetti business. Once 
you complete these missions, the Ver¬ 
cetti Estate earns up to $5000 daily. 

Shakedown 


plummets into the ocean. You earn 
a whopping $10,000 reward for 
completing this mission. 

Death Row 


Rub Out 


Some local businesses are refusing to 
pay up protection money, so it’s time 
to raise a little hell. You have five min¬ 
utes to reach the North Point Mall 
and smash all the storefronts. Before 
leaving the Vercetti Estate, take the 
speedy Infernus parked in front of 
the garage. Drive like the wind to 
the North Point Mall in Vice Point, 
but don’t be careless; destroying the 
delicate Infernus will make getting 
there quickly that much tougher. 


You need to smash the displays on 
both the top and bottom floors, so 
move fast Start on the top floor so 
you can quickly proceed downstairs 
to finish the mission. You need to 
toss one grenade for each storefront 
because grenade explosions usually 
aren’t big enough to smash multiple 
windows. Ignore the cops, but take 
care not to get busted. 


tering the Malibu, park a fast car out 
front for easy access. This is one 
monster mission, and every second 
counts. Enter the Malibu and talk to 
Kent Paul, who tells you that Diaz is 
about to kill Lance at the Junkyard. 
Now get going! 


Make a right out of the Malibu and 
accelerate. Lance’s life meter appears 
at the top of the screen: If it bottoms 
out before you save him, you’ll lose 
the mission. Powerslide around the 
next right turn, max out your speed, 
and then head for the Junkyard. 


Lance inches closer to death with 
every second, so keep moving. As 
you delve further into the Junkyard, 
Diaz’s boys pop out from all sides 
(including behind you). Don’t fumble 
with sniper rifles or targeted Ruger 
blasts, just stick to the auto-aiming 
shotgun and MP5 to 




Be sure to pick off the sniper stand- 
ing on the crane before moving on. 
Blast the two thugs guarding the 
garage and then take out the goon 
inside—-but don’t shoot Lance by 
mistake! It’s critical to protect the 
injured Lance; who will die from 
even a single Vvound. Ignore the 
Sentinel parked next to the garage 
and take the Trashmaster dump 
truck to the Junkyard exit. 


Looks like Diaz was expecting you—j 
his goons have formed a roadblock § 
in front of the Junkyard entrance! Jj 
Speed up and prepare to ram through 
the barricade with your car, but bail 
out prior to impact You should wipe 
out a slew of guards and clear the 
roadblock. Now pick off the survivors 
with quick blasts from your shotgun 
or MP5 before entering the Junkyard. 


pbu need to take Lance to the hos¬ 
pital, but now Diaz’s boys are block- 
r ing off your escape with speedy 
Comets! While driving a smaller car, 
the speedy Comets are nearly im¬ 
possible to escape (unless you have 
the driving skills of Magnum P.l.). 
Luckily, you brought a massive Trash- 
master, so you can plow through 
the tiny cars and get to the hospital. 
There’s no reward this time, but 
Diaz’s days are numbered. Get to an 
Ammu-Nation and load up on armor, 
ammo, and preferred weapons. 


It’s finally time for you and Lance to 
whack that slimeball Diaz. Head to 
Diaz’s mansion on Starfish Island and 
arm yourself with Lance’s firepower. 
Like before, your mission success 
depends on Lance’s survival, so help 
him if he encounters trouble. 


Blast Diaz’s goons in the 
yard to buy yourself some breathing 
room. Diaz has locked the front 
door, so you must enter via the 
rear entrance. Head around either 
side of the mansion and blast Diaz’s 
Uzi-toting henchmen with the MP5 
or shotgun. 


inside the mansion, it’s best to use 
an MP5 dr shotgun to drop Diaz’s 
goons. Tb find adrenaline, climb the 
staircase to the top floor and search 
the roof. To find Diaz, head for the 
second floor. 


Diaz hides behind his henchmen in 
this huge chamber. Move rapidly 
from one target to the next, keeping 
up a steady stream of MP5 or Uzi 
fire. Eventually, only Diaz remains. 







































Final Missions 


Once you’ve smashed all the upper- 
level windows, proceed downstairs 
and repeat the process. You need at 
least three minutes to smash every 
window and collect $2000 for com¬ 
pleting the mission. 


Since Lance is having problems con¬ 
vincing a nearby bar to cough up 
protection money, it’s time for you 
to pay a social call. Grab an MP5 or 
Spas-12 shotgun, hop into the Sen¬ 
tinel with your henchmen, and head 
for the Front Page bar in Ocean 
Beach (next to your old hotel room). 
Once you arrive at the bar, perform 
a drive-by to blast the two guards 
standing out front, or just gun them 
down on foot. 


The bar manager tells you that an 
outside firm—DBP Security—has 
muscled in on your protection turf. 
Looks like it’s time to teach them 
some manners—Vercetti-style. DBP 
Security knows that you’re out for 
blood, so you only have five minutes 
to crush them before they split 
for good. Follow the radar up the 
street and into the alley to reach 
DBP headquarters. Be fully armored 
and ready to fight—a Python or Spas- 
12 shotgun is highly recommended. 


These DBP guards put up a serious 
fight—don’t stand out in the open, 
or they’ll slaughter you instantly. 
Use the low walls as cover (tap L3 
to crouch), and position yourself at 
an angle so you can concentrate on 
killing one guard at a time. If you’re 
still having problems, blast the car 
with the Spas-12 to trigger a deadly 
explosion. 


BOOM! Five-star Wanted Level: 
Cops, Feds, and detectives are in 
hot pursuit as soon as you exit the 
mall, so head straight for your get¬ 
away car. If you’ve got time, snag the 
Bribe located in the lower mall park¬ 
ing lot to drop your Wanted Level a 
notch. Your focus, however, should 
be on making it back to the Vercetti 
Estate as quickly as possible. Once 
you complete this tough mission, 
you gain daily profits of up to $5000 
delivered to the door of the Vercetti 


Once you mop up the welcoming 
party, the last two guards speed away 
on PCJs. Hop into a nearby vehicle 
and pursue them to the dock at 
Ocean Beach. Make sure you ice 
them before your time limit runs 
out, and collect $4000. 

Cop Land 


One of Tommy’s underlings rigged a 
local business to explode but botched 
the fuse. If the cops find the bombs 
and trace them to you, they’ll catch 
on to your little protection scheme! 
You and Lance must infiltrate the 
Tarbrush Cafe and blow it up before 
the cops find the evidence; Since the 
North Point Mall is crawling with 
cops, you and Lance need disguises. 


Head for the radar blip with Lance. 
In front of the open garage, shoot 


Two soldiers are guarding the Tar¬ 
brush Cafe, but with your disguises, 
you can walk right in and onto the 
pink marker. Once the bomb is 
planted, you have five seconds until 
it blows, so dash for the exit (lo¬ 
cated just to the right of the Cafe). 


Before you can tackle the final story 
line missions, you must complete both 
the Print Works and Malibu Assets, 
and also collect and complete five 
other Assets (see “Asset Missions" 
elsewhere in this ProStrategy Guide). 

Cap the Collector 


some nearby civilians or cars to trig¬ 
ger a low Wanted Level. Once the 
cops chase you, enter the garage 
with Lance. While inside, you need 
two cops to enter the garage, so 
stay put until you lure them in. Don’t 
let any patrol cars enter the garage, 
or the door won’t dose. 


Now that you’ve snagged police uni¬ 
forms, it’s time to head for the North 
Point Mall. Take a nearby police 
cruiser or any convenient vehicle. 
Don’t speed while heading for the 
mall, pr you’ll encounter a nasty police 
roadblock. Once you reach the mall, 
park your car facing the street so 
you can beat a hasty retreat later. 


The collectors are heavily armored 
and boast powerful guns, so you 
must blast them repeatedly using a 
Python or MP5 before they finally 
die. They prefer not to fight, sc 
you let them reach their Sanchez, 
they’ll speed off and resume taxing 
your Assets. 


After receiving the alarming phone 
call, head to the Print Works. It 
seems that Sonny’s boys have learned 
all about your corrupt businesses, 
and they’ve come to town in order 
to tax your Assets. If Sonny’s men 
successfully tax all your Assets, you’ll 
fail this mission. 


Sonny's thugs ride on speedy Sanchez 
dirtbikes with two henchmen per 
bike. Chasing them around town is 
one option, but they’re hard to catch. 
A message alerts you whenever the 
mobsters tax a particular Asset, but 
unless you’re close to that property, 
you’ll never get there in time to stop 
thenrffif you’re quick enough to inter¬ 
cept the tax collectors, your best bet 
is to iend them flying by ramming 
their bike with your car. 
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The MP5 is the best weapon for the 
showdown with Lance. As soon as 
you reach the roof, Lance and his 
cronies open fire. Take out the hench¬ 
men first; try targeting the barrels 
for explosive results. Once the goons 
are dead, blast Lance with your MP5 
or Python. He takes a lot of punish¬ 
ment but ultimately falls to your su¬ 
perior firepower. Head back down¬ 
stairs to the main chamber. 


Ignore the henchmen and focus on 
killing Sonny quickly. The easiest way 
to beat Sonny is to stand in front of 
the office and snipe the top of his 
head with the rapid-fire PSG-I—the 
staircase deflects most of his shots. 
You can also just blast him repeatedly 
with the Python or MP5. Killing 
Sonny nets you a sweet $30,000 
and control of Vice City! But the 
game is hardly over.... 


Before tackling Lance, you may want 
to run back downstairs to the mini¬ 
bar (next to the main entrance) to 
load up on health, armor, and ammo. 
Blast any Mafia thugs who get in your 
way and then head back to the roof 
to finish off Lance. 


There’s one sure-fire way to beat 
the tax collectors. Be sure to bring a 
rocket launcher and armor, then go 
to one of your untaxed Assets and 
lie in wait—the Cherry Popper is 
an excellent location. When the col¬ 
lectors approach your Asset, press 
and hold Rl to enter manual firing 
mode. If given the opportunity, they’ll 
blast you mercilessly, so blow them 
away as quickly as possible. Several 
waves of reinforcements arrive, but 
you can just stay put—sooner or 
later, they must all face you and 
your rockets. If 
can keep the 
Mafia from taxing 
all your Assets, 
you’ll gain 
$30,000 and ac¬ 
cess to the final 
mission. 


SPOILER ALERT! 
Keep Your Friends Close... 


Head back to the Vercetti Estate 
after Lance calls your cell phone. 
Sonny’s in town, and he wants to 
take control of your criminal empire. 
Tommy plans to fool him with counter¬ 
feit cash, but Lance tells Sonny of 
the scheme. Now you must defend 
the Vercetti Estate from waves of 
Mafia henchmen and then even the 
score with Lance Vance. 


You begin in the office where the 
safe is located. Grab the Python and 
stand at the top of the staircase. 
Your Python makes short work of 
any thugs who try to rush the safe. 
After you ice several henchmen, 
Lance taunts you from the balcony. 
Blast him with the Python and pur¬ 
sue him through the corridor. If you 
don’t defend the safe in your office, 
the Mafia henchmen will drain your 
cash reserve. Ignore them and fol¬ 
low Lance. 


Lance doesn’t risk a head-on confron¬ 
tation with you. Instead, he takes 
cheap shots at every opportunity, 
peeking out from behind walls and 
columns. Shoot him with the Python 
to make him flee, and follow him 
deeper into the mansion. When 
you come to the staircase, look 
out—he’s lying in wait above you. 
Blast him again to make him flee 
p the roof. 


















Side Mission Walkthrough 







Avery Carrington's Missions 


Q This knee-slapping Texan 
(voiced by Burt Reynolds) is in¬ 
volved in some sleazy real estate 
deals. Hope that you don’t mind : 
little corporate espionage. 

Four Iron 


Avery asks you to visit the Leaf 
Links Country Club and “convince” 
a real estate owner to sell some 
valuable property. Since the golf 
course doesn’t allow weapons, his 
bodyguards are unarmed. First, 
visit Jocksport to suit up in preppy 
threads and then head for Leaf 
Links Country Club. 


When you enter Leaf Links, your 
weapons are stripped from you. Take 
the caddy (scoring a golf club in the 
process) and drive over the bridge 
toward your target. Once you reach 
him, park the cart toward the left, 
next to the others. | 


First things first: Dispose of all the 
golf carts so your target can’t escape 


Avery wants you to plant four bombs 
inside a construction site using a 
remote-controlled helicopter. The 
hardest aspect of this mission is con¬ 
trolling the tiny chopper: Press and 
hold X to ascend; press and hold □ 
to descend. L2 and R2 control rota¬ 
tion. Instead of guiding it with the 
analog sticks, try using the direc¬ 
tional pad to make life easier. 


begin the mission, start by picking up 
the first bomb and heading toward 
the construction site. The clock’s 
ticking, so you want to start with 
the building’s top floor and work 
your way down. Make a right at the 
first target (which will be saved for 
last) and ascend the stairs. 


Avery’s got one last task for you. To 
drop real estate values, you must 
start a gang war between the Haitians 
and Cubans. Follow the T-shirt radar 
icon to obtain a Cuban disguise and 
then head toward the blip and the 
Haitian slums. 


(easily). You could smash them or 
drive them into the lake, but there’s 
an even better way. Drive the soli¬ 
tary purple cart next to the others, 
then repeatedly strike its vulnerable 
trunk with your golf club. It takes 
mucho damage, but when it blows it 
takes the rest of the carts with it! 


Now, run up the steps and lunge 
straight for your target—ignore the 
guards. If he evades you, he’ll escape 
the course and you’ll have to chase 
him onto the street to get him. Beat 
him senseless with the golf club to 
complete the mission and net $500. 

Demolition Man 


If enough workers strike your chop¬ 
per, it will crash and you’ll fail the mis¬ 
sion. Stay above the heads of the 
workers, but beware of a few pistol¬ 
packing guards. In a pinch, the heli¬ 
copter blades can be used to kill 
surrounding enemies, but you should 
concentrate on the mission at hand. 


Once you reach your target on the 
top floor (beware of the pistol-toting 
guard), tap O while hovering over it 
to plant the bomb. If you miss, pick 
it up and try again. Return to the Top 
Fun van to pick up another bomb, 
then complete the process. By the 
time you need to plant the final 
bomb, you should have plenty of 
time left to complete the mission 
and earn $1000. 

Two Bit Hit 



Once the Haitian gangs see you, ig¬ 
nore the gunmen and head straight 
for your target. If you're aggressive, 
you can trap him with a heavier 
vehicle and destroy his car with a 
shotgun or Ruger fire before he 
flees. More than likely, he tries to 
escape the slums in his hearse— 
don’t let him get away! 



If you’re on a bike, blast the hearse 
from behind with an Uzi; if you’re in 
a car, damage the hearse with drive- 
by shooting and ramming. The hearse 
drops flaming coffin bombs, so don't 
trail it too closely—if you do, your 
car will catch fire and explode. Once 
the car is trashed, run him down or 
shoot him to clear the mission and 
earn $2500. 



Once you beat “Jury Fury,” a myste¬ 
rious caller tells you to head to a 
pay phone in Ocean Beach. Multiple 
Assassination Missions become avail¬ 
able during the course of the game, 
and each one is tougher than the 
previous one. Take on the first two 
now for some much-needed cash. 







































Road Kill 




A mysterious caller asks you to knock 
off a pizza delivery boy before he de¬ 
livers 50 pizzas. This is the simplest 
assignment you receive in a chain of 
progressively tougher Assassination 
Missions. Snag a fast car and follow 
your radar. 



The pizza boy weaves in and out of 
alleys on his nimble little scooter, sd 
he’s tough to track. Try to cut him ™ 
off on a main road, or slam him from 
behind to knock him from the scooter. 
If you don’t kill him, he’ll make a dash 
for his scooter, so turn him into road 
pizza before he can escape. This first 
Assassination Mission pays $500. 


Waste Hie Wife 



The mysterious caller asks you to ; 
knock off his wife after she leaves j 
the mall. There’s one catch: It has tcJ 
look like a car accident. She drives a'j 
speedy Comet, so you want a Ban¬ 
shee or Stinger to keep up with her. 



As you ram her into buildings, poles, 
and other cars, she switches roads 
erratically to throw you off—if she 
gets far enough away, you’ll fail the 


mission. Ram her at every opportu¬ 
nity, but once the Comet bursts into 
flames, flee the crime scene before 
the imminent explosion. $2000 is 
your reward. 



03 After Kent Paul invites you 
down to the studio, head to the 
V-Rock building to begin the Love 
Fist side missions. These dimwitted 
Scottish rockers are new in town 
and need somebody to do their 
dirty work for them. 


Love Juice 



The band tells you they need a sub¬ 
stance called “Love Juice” before they 
play the big show tonight Kent Paul 
asks you to acquire the Love Juice in- 
gredients from a nearby drug courier. 
The courier drives a speedy PCJ 600, 
so you should bring a bike that can 
keep up. Bring a Freeway oi PCJ— 
plus an MP5—and then head for the j 
meeting spot. Park facing the street * 
and beep your horn. 



Once you meet the courier, he 
grabs both the drugs and the cash 
and speeds away. While a speedy 
car could certainly bash the dealer 
off the road, your bike offers supe¬ 
rior shooting freedom. Enough talk: 
It’s time to catch him and get your 
goods back. 


Teach this thief a lesson by tailgating 
him and firing the MP5. Take him 
down fast; if you don’t, you’ll get 
sucked into a risky high-speed chase. 
Once he’s off his bike, ice him before 
he can use his stubby shotgun. Don’t 
forget to pick up the package before 
you leave. 



It’s not quite over yet. Kent Paul 
calls your cell and asks you to bring 
Love Fist a lady friend. Follow the 
radar blip to Vice Point and pick up 
Mercedes, then follow the radar 
back to the V-Rock building within 
90 seconds to complete this mission 
and collect $2000 for your services. 

Psycho Killer 



A psycho is stalking Love Fist, and 
it’s your job to lure him out by driv¬ 
ing the Love fist limo to the record 
signing. Once the psycho is identi¬ 
fied, you must whack him before he 
escapes—no small task. The stalker 
busts erratic evasion moves and 
is invisible to your radar, so losing 
him (and failing the mission) is easy. 
Patience is the key to beat this 
tricky mission. 


Before entering the Love Fist limo, 
it’s a good idea to stash a fast bike 
just up the road at the record signing 
(and hope nobody steals it before you 
return). Pimped-out though it may 
be, the Love Fist limo is not ideal 
for high-speed car combat. To Con¬ 
tinue the mission in earnest, cruise 
the limo to the record signing. 



When the psycho hops into his get¬ 
away car, you have a split-second to 
hop onto your stashed bike and gain 
a maneuverability advantage. Which¬ 
ever vehicle you choose, speed off 
after the psycho—the first turn he 
makes is a hard left, so be ready. 
After you trail the stalker for a few 
blocks, a truck pulls out from an al¬ 
ley and blocks the right side of the 
street. Stay to the left side of the 
street to dodge this nasty surprise. 



If you took the bike, stay on the 
stalker’s tail by powersliding through 
sharp turns. Use extra caution when 
near obstacles; fall off your bike now 
and you’ve basically blown the mis¬ 
sion. The psycho is a big fan of 180- 
degree turns and powerslides, so 
don’t collide with him by mistake. 
Hang back and whale away with 
your super-accurate MP5 to wear 
him down (and hopefully rupture a 
tire or two). 
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If you stuck with the Love Fist iimo, 
you’re hardly defenseless. You just 
need to pay closer attention to the 
stalker’s driving patterns and try not 
to fall too far behind. Stay parallel 
with the stalker when possible so 
your driye-by shooting can chip away 
at his vehicle. Also try pushing him 
into walls or cars to delay him. 



After you finally trash his car with a 
hail of gunfire, the stalker tries to flee. 
Gun him down before he escapes to 
beat this frustrating mission and col¬ 
lect a tidy $4000. Before you can at¬ 
tempt the final Love Fist mission, you 
must head for the Greasy Chopper 
and finish the biker missions. 



m Kent Paul wants the local biker 
gang to provide security for the 
Love Fist concert, but “Big” Mitch 
Baker won’t help you unless you 
prove your worth on a hog first. 

Alloy Wheels of Steel 



Before Mitch trusts you, you must 
win a motorcycle checkpoint race. 
Though Angels are often parked in 


front of the Greasy Chopper, you 
may want to search for the more 
powerful Freeway in town. Either 
way, grab your hog (no PCJs or 
Sanchez’s) of choice and head for 
the starting line. 



Though it's tempting to max out your 
speed, it pays to drive prudently in 
this race. Use powersliding to speed 
through the numerous tight turns, 
but concentrate on staying on the 
bike for now. Be sure to pass through 
every pink checkpoint. 



As the race continues, other bikers 
often slam into walls and bounce off 
cars, which gives you a chance to 
take the lead. Cruise to the red finish 
checkpoint and collect the $1000 
purse and Big Mitch’s respect 


Messing with the Man 



Now that you’ve earned Big Mitch’s 
respect, he wants you to prove your 
violent streak. To win this mission, 
you must fill the Carnage meter be¬ 
fore the time limit by destroying 
cars and blasting civilians. 



Rather than waste time aiming for 
agile human targets, focus your ef¬ 


forts on destroying cars and raising 
your Wanted Level as quickly as 
possible. Use blasts from the shot¬ 
gun and Ruger, or throw some 
grenades and Molotov Cocktails. 



If you have problems raising the Car¬ 
nage meter within the time limit, try 
parking vehicles in front of the Greasy 
Chopper before the mission begins— 
they provide easy Carnage targets. 
Once your Carnage meter maxes 
out, Big Mitch pays up $2000. 


Hog Tied 



Big Mitch agrees to provide security 
for Love Fist, but on one condition: 
You must find and return his stolen 
bike. First things first: Grab a decent 
hog (Angels are parked in front of 
the Greasy Chopper) and head for 
the radar blip. Be armed and ready 
for a serious fight. To reach the 
bike-nappers, use the staircase (as 
shown in the above screen) as a 
ramp to launch your bike to the 
roof of the Ammu-Nation. 



Once you reach the roof, swarms 
of gang members attack with sub¬ 
machine guns. Blow them away with 
your MP5, but watch for reinforce¬ 
ments. Taking damage is almost un¬ 
avoidable, so after clearing the roof, 
snag the nearby health. 



Head for the stairs and blast any ban¬ 


dits who block your path. A never- « 
ending stream of bandits attack you 
once you reach ground level, so keep , 
moving toward the radar blip and '5 
Mitch’s bike. 



Once you have the bike, ramp over 
the wall (as shown in the screen 
above) to reach the street—you 
don’t want to get stuck inside the 
compound. The bandits are hot on 
your tail, so don't let their vans knock 
you from your bike! Speed back to Y 
the Greasy Chopper to earn $4000. 

Now that Big Mitch will provide 
security for the concert, head back d 
for the final Love Fist mission. 


Publicity Tour 



It’s just one problem after another. 
Love Fist’s Iimo is booby-trapped: If 
the limo’s speed drops too low, the 
bomb will blow (a la Speed). You need 
nerves of steel and feet of lead to 
survive this nightmare. When the 
mission starts, you have just enough 
time to make a quick 180-degree 
turn before exploding—that direc¬ 
tion heads toward wider roads. 








































The main challenge of this mission is 
dodging Vice City's brutal gridlock 
long enough to let Love Fist defuse 
the bomb. If your driving speed dips 
too low (whether from crashing, 
turning, or any other delay), the 
Bomb Meter will shoot higher. If it 
maxes out, you and Love Fist will 
go to that great hair-metal concert 



Your goal should be to navigate to the 
closest coastal highway, or to one 
of the bridges that link Vice City’s is¬ 
lands. These roads are straight, flat, 
and wide, so dodging oncoming traffic 
should be easy. Once you're at cruis¬ 
ing speed, tap x to keep the limo's 
speed just high enough and keep the 
Bomb Meter empty—you don’t want 
to drive too fast and risk a crash. 



It may take a few practice runs, but 
once you can survive for a little | 
more than two minutes, Love Fist a 
finally disarms the bomb. Breathe ai; 
sigh of relief, drive them to the 
concert, and collect a hard-earned; 
$8000. 





Cuban Missions 


H The Cuban gang lord Umberto 
doubts that you have the machismo 
to work for him. Show him that you 
mean Business, and you should even¬ 
tually lead his Cuban troops into bat¬ 
tle against the Haitians. 

Stunt Boat Challenge 


Umberto wants you to prove your 
speedboat skills, so he’s arranged a 
little test. You must pilot a Cuban 
Jetmax through a standard timed 
checkpoint race. It takes time to 
master the Jetmax’s cornering abili¬ 
ties, but this challenge provides a 
nice opportunity for practice. 


To complete the mission, you must 
drive this van back to Umberto. The 
never-ending stream of Haitian thugs 
makes this tricky, §p buy some time 
by hosing the area down with MP5 
fire. Once you have an opportunity, 
hop into the van and speed out of 
the compound, avoiding any nearby 
Haitians (who can pull you from the 
van). The biggest threat is stray gun¬ 
fire, which often causes the van to 
explode. If that happens (and it will), 
you’ll fail the mission. If you can sur¬ 
vive this brutal onslaught and return 
the crippled van to Umberto, you’ll 
gain a measly $2000 for your services. 


This is a straightforward checkpoint 
race, and the time limit is reason¬ 
able. Try to stick close to the shore¬ 
line as making sharp turns with the 
Jetmax is a time-consuming process. 
Once you pass through the final red 
checkpoint, you gain $1000 for com-' 
pleting this first challenge. 

Cannon Fodder 


A turf war is brewing, and Umberto 
wants you to transport some Cuban 
reinforcements to a nearby gang fight 
For starters, locate a four-door ve¬ 
hicle (a task tougher than it sounds) 
such as a taxi or van. Once you’ve 
picked up the Cubans from the cafe, 
head for the battle site. You need a 
sniper rifle or PSG-I, plus an MP5 
or Python as backup. 


The Haitians are hiding behind this 
car, so blast it repeatedly with your 
PSG-1 to trigger an explosion. Pick 
off the rest of the Haitians with your 
PSG-I, or just clear out the alley with 
a few grenades. Take care not to blast 
any Cuban warriors by mistake—if 
you do, you’ll fail the mission. 


A Haitian sniper Has you pinned down 
in the alley. Peek out from behind the 
wall and zoom in on him—he’s on 
top of the building that lies at the far 
end of the alley. Don’t stand out in 
the open because he can rip you to 
shreds before you can draw a bead 
on him. Killing the sniper shouldn’t 
prove difficult, but once you enter 
the Haitian compound, the situation 
gets much trickier. 


Naval Engagement 



Umberto wants you and Rico to 
storm a Haitian port and steal sev¬ 
eral briefcases loaded with drugs 
and cash. Before embarking on this 
mission, be sure to take a Python 
or MPS, plus a sniping weapon. Once 
you’re prepared, go meet Rico near 
the shipyard. 



Once Rico pulls up at the dock, you 
need to use an MPS or Python to 
methodically pick off each ship-bound 
Haitian as quickly as possible—press 
and hold Rl, and then tap R2 or L2 
to rapidly switch targets. Once you 
kill the occupants of the first boat, 
use the same technique to clear the 
second boat. 



After you reach the shore, head for 
the radar blips (there are three brief¬ 
cases in all). Use the Python to blast 
any Haitians that stand in your way, 
and be sure to peg the sniper on the 
roof of the house with a PSG-1 or 
sniper rifle. A two-star Wanted Level 
is almost inevitable here, but you 
shouldn’t encounter any police in 
this area just yet. 

































After you collect the briefcases, a 
Haitian thug destroys Rico’s boat 
and triggers a four-star Wanted 
Level. You’re on your own now, 
so leave the compound and sprint 
toward Umberto’s cafe (continu¬ 
ously tap X to sprint without tir¬ 
ing). Beware of policehelicopters— 
you may want to steal a car to 
protect yourself from their pot¬ 
shots. If you successfully reach 
Umberto, you’ll complete the mis¬ 
sion and gain $4000. Before you 
can complete the final Cuban mis¬ 
sion, you must first complete all 
three Haitian missions. 


Haitian Missions 


roof to land near your car. Speed 
toward the next package, which re¬ 
sides on a nearby street corner. It’s 
inconvenient, but you must exit your 
car to grab the package—don’t let 
any cops get close because they'll bust 
you once you re-enter your vehicle. 



After snagging the second package, 
your Wanted Level shoots to four 
stars. There’s a Bribe located a block 
east from Auntie Poulet’s shack, so 
snag it if you have the chance. Your 
car is probably a smoking wreck by 
pow, so you may want to take a 
moment to switch vehicles. But 
the clock’s still ticking, so head for 
the third and final package as soon 
as possible. 


El Auntie Poulet wants you to 
help her win the war against the 
Cuban gang, so she enslaves your 
mind with her potent voodoo tea. 
Now you’re her willing slave. 


Unquestionably, this is one of the 
most frustrating driving missions in 
the game. Since the main challenge 
is your escalating Wanted Level, you 
need a stout car and nerves of steel 
to persevere. Head for the first radar 
blip and park your getaway cat 4 on 
the street for easy access. Climb up 
the stairs and onto the roof to find 
the first package. 




If you avoided being busted up until 
now, one of two scenarios will occur. 
If you successfully reach the final pack¬ 
age in time, speed down the alley just 
across the street to snag a handy 
Bribe. Evade the cops and return to 
Auntie Poulet to clear the mission. 



If your time runs out, a S.W.A.T. 
agent will steal your package and 
make a run for it Drop him quickly 
with a flurry of MP5 fire, pick up the 
package, and then proceed to Auntie 
Poulet’s shack. Survive this demand¬ 
ing mission to earn a pathetic $ 1000 
and some serious game-playing props. 


Ju iu Scramble 




Compared to Ju Ju Scramble, this 
mission’s a breeze. Auntie Poulet 
wants you to bomb a group of Cuban 
boats using radio-controlled planes. 
Taking off with the plane is the trick¬ 
iest part—-press and hold X and then 
press hard on the left analog stick. To 
drop a bomb in flight, tap O. jJli 



Once you’re airborne, your best 
bet is to fly straight into the tightly 
grouped Cuban boats at the docks 
before they see you. While this strat¬ 
egy sacrifices one of your three RC 
planes, the resulting explosion may be 
enough to wipe out all of the boats. 
If any Cubans survive your kamikaze 
dive, they’ll flee in their suped-up 
Jetmaxes. Pursue the boats across 
the harbor and drop a bomb while 
hovering just above the target boat 



If you destroy all the docked boats, 
a Cuban will sometimes escape in a 
car. The same principles apply here 
as before, but you need to avoid 
slamming into signs, poles, and other 
street obstacles. Once you’ve de¬ 
stroyed every Cuban target, Auntie 
Poulet pays up $2000 for completing 
the mission. 


Auntie Poulet has just one more 
favor to ask of you. Just a few blocks 
away from Auntie Poulet’s shack, 
a massive gang brawl is underway. 
Amidst the chaos of the fight, you 
must secretly shoot down the Cuban 
fighters. Run toward the radar blip 
to find a good sniping spot Before 
climbing the stairs, take the adrena¬ 
line to slow down the action—it 
makes all the difference. 




Walk out to the edge of the roof to 1 
get down to business. The Cubans j 
are thrashing the outnumbered Hait- 1 
ian fighters, so you must work quickly. i 
If all the Haitians die, you’ll fail the 
mission. While blasting the Cubans, ' 1 

be sure not to accidentally peg a 
Haitian fighter. 



During several points in the fight, 
Cuban reinforcements arrive in 
droves. Also watch out for a katana- 
wielding Cuban who arrives late 
in the fight. If you can keep the 
Haitians alive long enough to finish 
off the Cubans, you earn $4000 for 
clearing the mission. 


Once you snag the package, you earn 
a two-star Wanted Level. Ignore the 
S.W.A.T. agent and jump from the 






























Cuban Missions (font.) 


LI to acquire it if you already own a 
similar weapon. Be sure to destroy 
the cargo trucks—if you don’t, they’ll 
ram you relentlessly. Once you’ve 
destroyed the first two trucks, the 
weapon dealers call for backup. 


Once you encounter the trucks, they 
drop their cargo after you ram or 
shoot them from behind. Stop to pick 
up each weapon; you may have to tap 


m After you complete the Malibu 
missions, Phil offers you a little free¬ 
lance work on the side. Completing 
these missions lets you buy heavy 
artillery from Phil’s Place, including 
the M60, minigun, rocket launcher, 
and remote bombs. 

Gun Runner 


Phil wants you to intercept several 
weapon shipments by smashing the 
cargo trucks and stealing the mer¬ 
chandise. The Patriot at Phil’s Place 
makes an excellent combat vehicle, 
so take it (and an MP5) and head for 
one of the radar blips. 


The main challenge is dealing with 
the scooter-riding thugs who trail 
you all over town. They blast you 
every time you stop to pick up cargo, 
but each one you ice nets you a $100 
bonus. Also, their scooters are perfect 
for pursuing and blasting the remain¬ 
ing cargo trucks. Once you destroy 
all four trucks and steal their cargo, 
you gain $2000 for your services. 

Boomshine Saigon 


Thanks to Tommy's sloshed condi¬ 
tion, acceleration and steering are 
wildly hypersensitive—try tapping 
X to accelerate gradually. And don't 
try any fancy driving tactics: Make 
small steering adjustments to avoid 
collisions as you carefully lurch down 
the street toward the hospital. Phil 
then asks you to take him to a pri¬ 
vate doctor, but by this point, 
Tommy is nearly sober and driving 
should be easy. Park in the marker 
to earn a cool $4000 reward. 


After arriving at Phil’s Place, a 
Boomshine-addled Phil manages 
to blow off his own arm. He’s 
bleeding very badly, so you’ve got 
to get him to the hospital, pronto! 
But Tommy has taken a whiff of 
that nasty Boomshine, so his driv¬ 
ing skills are in the toilet When the 
mission begins, you and Phil are 
already parked in a Patriot, so drive 
forward to leave Phil’s Place. 





























As et Missions 


Kaufman Cab Missions 


13 For $40,000, you can buy the 
taxi company in Little Haiti. Once 
you complete all three missions, you 
earn daily revenues of up to $5000, 
plus a snazzy zebra-striped cab. 


V.I.P. 



Once the mission Starts, make a left 
out of the garage and head for the 
V.I.R on Starfish Island (near the 
Vercetti Estate). Drive quickly—you 
only have one minute to reach the 
client. Park in the pink marker and 
blare your horn (tap L3). A rival 
driver from VC Cabs has stolen your 
fare! While pursuing the taxi, ram 
and shoot it at every opportunity. If 
you let it reach the Escobar Interna¬ 
tional Airport, you’ll fail the mission! 



Once you’ve caused enough damage, 
the V.I.R leaves the rival cab. Now’s 
your chance: Stop your car so the 
client can enter, but be careful not 
to let either cab collide with him; if 
you do, he’ll die and the mission will 
end. Outrun the rival cab and take 
the V.I.R to Escobar International 
Airport in the southwest quadrant 
of Vice City to collect a cool $1000. 

Friendly Rivalry 



That last mission was only the be¬ 
ginning of a heated business rivalry. 


Now, you must disable three VC 
cabs to ensure that Kaufman Cabs 
maintains a stranglehold on the mar¬ 
ket. All three rival cabs are marked 
on the radar, so pick one and pursue 
it. Destroying the three VC cabs 
would be a straightforward task, 
except the enemy cabbies are ex¬ 
tremely aggressive drivers. 



Traditional drive-by shooting and 
ramming tactics aren’t quite as effec¬ 
tive here; once you begin your attack, 
the rival cabs will ram you relent¬ 
lessly. The best strategy is to drive in 
a circular pattern around the enemy 
cab while drive-by shooting—this 
lets you blast the cab every time it 
circles around to follow you. Attack¬ 
ing on foot also works, but it leaves 
you vulnerable to ramming tactics. 
Once you track down and destroy 
all three cabs, you net $2000. 



Mercedes needs a ride, so head 
down to the radar blip near the air¬ 
port Uh-oh—it’s a trap: Now you’re 
pinned in an empty lot with an entire 
fleet of VC cabs. You must survive a 
full-on barrage of enemy cabs for a 
full minute to advance in this mission. 



Weave in and out of these pillars on 
the side of the lot so the cabbies 
slam into them, cause a pile-up, and 
gain you precious seconds. Above all 
else, keep your speed high and circle 




El For a meager $20,000, you can 
own the Cherry Popper Ice Cream 
Factory. After completing the mis¬ 
sion, the Cherry Popper generates 
$3000 daily. As a side note, there 
are rumors that saving at this save 
point can corrupt your save file. To 
be on the safe side, avoid saving at 
the Cherry Popper. 


You gain one Wanted Level after 
every four or five deals, and you 
don’t want your Wanted Level to go 
higher than one star. When dealing, 
press and hold R2 or L2 to scan 
your flanks for nearby cops. It may 
take you a few attempts, but once 
you reach your quota, you earn the 
Cherry Popper Factory Asset 


the perimeter of the lot. Every 
you approach those pillars, weave 
through them again. Keep moving! 


Now the head of VC Cabs arrives 
for a one-on-one showdown. He 
looks tough, but he’s a pushover, so 
exit your car and chase him on foot. 
You won’t have much time to ready 
a weapon, but you won’t even need 
one. If he barrels toward you, try 
tapping □ to dive out of the way. 
It’s just a matter of time until you 
get a chance to yank him from his 
cab and run him over. Completing 
this mission nets you $5000 and the 
Kaufman Cabs Asset. 


Your overall objective is to make 50 
consecutive sales without leaving Mr. 
Whoopee, dying, or getting busted. 
Vehicle damage is a critical consid¬ 
eration, so drive slowly. Also avoid 
gang neighborhoods; since you 
double-crossed both the Cubans 
and Haitians, they’ll blast you on 
sight, often popping your tires in 
the process. 


Cherry Popper 
Ice Cream Factory 



Hop into the Mr. Whoopee truck to 
trigger the Cherry Popper Factory’s 
lone mission. It’s time to sell some 
product, so drive to a busy area and 
park. Tap L3 to play music, and within 
a few seconds, you should attract 
customers. For maximum profit 
per unit, peddle your wares on 
Starfish Island and at Escobar Inter¬ 
national Airport. 


1 The Pole Position 

Club 

EQ Buy it in 

Ocean Beach 

for 

$30,000. Completing this Asset 

earns you up 

to $4000 per 

day. 








Talk about an easy mission. Head 
into the first stall in the back of the 
club and watch the dancer—occa¬ 
sionally, Tommy tips her a few bucks. 
Once you spend $600 on the dancer, 
you complete the Asset 




































Boatyard 


EH Available for $10,000 in Vice¬ 
port. Once you beat this mission, 
the Boatyard generates $2000 daily. 



Here’s a standard checkpoint race 
similar to the one in the Cuban mis¬ 
sion “Stunt Boat Challenge." You 
have two boats to choose from: the 
Jetmax is faster, but the smoother¬ 
handling Squallo is a better choice. 
The trickiest part is navigating the 
first three ramp jumps—the first 
two are easy, but you must slow 
down and veer to the left to hit 
the third jump. 


Sunshine Autos 


m After shelling out a modest 
$50,000, you earn the right to run the 
local car dealership. Though the op¬ 
tional “Vice City Street Races” can 
be lucrative, collecting cars remains 
the primary objective. For each 
listed car you steal, you net a cool 
$500. For each list you complete, 
you earn a secret car and a higher 



daily income. Collect all 24 listed 
cars to fully complete this Asset. 

Garage 1 


Always found at the dirt track near 
the Hymen Stadium. 

Idaho 



A rare car—check around the slums. 





A common sight around Vice City. 


Another extremely common sedan. 

Stretch 


Easily confused with the Landstalker; 
check the streets. 


Located at the Vercetti Estate, 
tucked beside the main steps. 



Daily Income: $ 1500 


Garage 2 

Sabre 



Rare but often appears near the slums. 


Unlocked Car: Sabre Turbo 

Daily Income: $4000 



A common car; check the driveways 
on Starfish Island. 
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Garage 3 


Located at the Washington Beach 
dock where you met Cortez. 



Always in front of the garage at the 
Vercetti Estate. 

Banshee 



Most common sportscar in Vice City. 

Phoenix 



Check out the driveways on Starfish 
Island. 

Comet 



Always found in front of the Leaf 
Links golf course. 





















































This is found only behind random 
pizza shops. 

Unlocked Car: Hotring Racer 

Daily Income: $9000 


Film Studio 


13 Buy Steve Scott’s Film Studio on 
Prawn Island for $60,000. Once you 
complete all four missions, the studio 
generates up to $8000 daily. 

Recruitment Drive 


Nr. Whoopee 


Always at the Cherry Popper Ice 
Cream Factory 

Pina Boy__ 


Check out the driveways on Starfish 
Island. 


Unlocked Car: Sandking 

Daily Income: $6500 


Garage 4 


Frequently found in Little Havana. 


Director Steve Scott asks you to find 
some actresses for his latest porn 
epic. Take a motorcycle or speedy 
car to meet Candy Suxxx. She seems 
interested in the role, but her pimp 
has other ideas. Blast the first wave 
of thugs using your MP5 or Spas-12 
shotgun, then take off after the pimp. 


The pimp is one tough customer. 
As you approach his car, he leaves 
Always found behind the terminal at t h ugs behind to slow your pursuit 
the Escobar Airport. y ou aren ’t on a time limit, however. 


so you can chase him all day if you 
need to. Wear down his vehicle with 
drive-by shooting until it bursts into 
flames. He flees the wreck and looks 
for a nearby car to commandeer. 
Don’t give him a chance—run him 
down or blow him away before he 
escapes again. 


do, the Skimmer will be unable to 
take off again. Passing through all 
the checkpoints earns you $2000. 

Martha’s Mug Shot 




After you ice the pimp, return to 
Candy and pick her up. Then, follow 
the radar blip to the pizza shop to 
pick up Mercedes. Take both girls 
back to the Film Studio to complete 
the mission and earn $1000 for your 
recruitment services. 

D**“ Dodo 


To advertise Steve Scott’s upcoming 
porn masterpiece, you must drop 
fliers all over Vice City using the 
Skimmer plane—it’s located behind 
the Film Studio. The toughest part is 
controlling the Skimmer in mid-air, 
but using the analog sticks makes this 
Challenge considerably easier. Though 
the Skimmer is hard to control at 
first, it becomes more responsive 
once you achieve greater altitude. 


To begin dropping fliers, you must 
fly through one of the blue check¬ 
points—pick one that’s convenient. 
After flying through a blue check¬ 
point, follow the radar blip to the 
red checkpoint Repeat this process 
until you’ve cleared all the blue 
checkpoints, but keep an eye on 
your fuel level. Also, don’t acciden¬ 
tally land on solid ground—if you 


Steve Scott’s production is threat¬ 
ened by the self-righteous congress¬ 
man Alex Shrub, so you need tab 
take some photos of him and Candy 
Suxxx as a blackmail. Use the Spar¬ 
row helicopter found at the Film 
Studio to trail Candy’s limo. Keep 
her within sight until you reach Alex 
Shrub’s condo. Land your Sparrow 
on the beach behind the building 
from Shrub's condo. 


Enter the building through the side 
door and climb the staircase. Your 
camera works just like a sniper rifle, 
so zoom in and take three pictures 
of the congressman. You now have 
a five-star Wanted Level, so you 
should hurry back to your Sparrow 
before the police helicopters arrive. 
On the way back down the stair¬ 
case, blast the F.B.I. agents with your 
Python and then quickly enter the 
Sparrow. If you can successfully fly 
back to the Film Studios on Prawn 
Island, you’ll earn $4000 for com¬ 
pleting this mission. 

G-Spotlight 


You need to stir up some m 
licity for Steve Scott’s new movie, so 
hop on the PCJ parked in the studio 
lot. Follow the radar blips up the 
stairs, leading you inside the office 
building. You only have until 7 a.m. 
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to complete this mission, so if you 
take too long, you'll need to wait 
until nightfall before trying it again. 



To successfully complete these check¬ 
point jumps, you need to give your¬ 
self plenty of room to accelerate. Try 
pulling a wheelie (press and hold □ 
while accelerating) just before you 
jump—it gives you a small boost 
and makes landing easier. Follow the 
radar blips by jumping from rooftop 
to rooftop. It’s easy to overshoot 
your target, so try powersliding 
(press and hold Rl) when you land 
to recover quickly. If you fall, you’ll 
have to head back to the office 
building and start anew. 




After a few practice rounds, you 
should have no trouble navigating 
the bike to the spotlight But if you 
get stuck, you can always cheat and 
use a helicopter to collect the check¬ 
points. You don’t even need to leave 
the chopper—just fly right 
through the pink markers. 
Once you reach the 
you earn 

$8000 and complete the 
Film Studio Asset. 


The Malibu Club 


EH Purchasing the Malibu for 
$120,000 opens up some of the 
toughest missions in the game. 
Once you complete these missions, 
you can collect up to $10,000 daily 
from the Malibu Club. 


No Escape? 



Tommy’s planning a big caper, and he 
needs the help of a local safe cracker. 
One problem—he’s locked up in a 
cell in the Ocean Beach police station. 
To bust him out, you need a speedy 
yet dependable getaway car—a Ban¬ 
shee serves nicely. Head south from 
the Malibu to reach the police station, 
then park your vehicle near the en¬ 
trance of the station, facing the road. 
Before entering the police station, 
be sure you aren’t holding a weapon. 



Once Inside, head left into the locker 
room to don a cop disguise. Return 
to the main lobby, proceed through 1 
the restricted area, and then head * 
upstairs to find a keycard. Cam is 
being held in the basement, so go 
there next. Once you release him, 
you face a four-star Wanted Level 
and a serious firefight. Use the 
Python or MP5 to mow down any 
cops who stand in your way and be 
especially careful in the lobby area— 
the cops pop up from behind desks. 



Get outside as quickly as possible, 
and blast any nearby cops. Make a 
dash for your getaway car, but be 


sure Cam doesn’t die or you’ll fail 
the mission. From here it’s a frantic 
drive to the Pay ‘N’ Spray south of 
the police station—don’t let the 
F.B.I. Ranchers force you off the 
road because they can bust you in 
no time. Once you reach the Pay ‘N’ 
Spray, be sure you stay inside the 
garage until your Wanted Level stops 
flashing. Then drop Cam off at his 
pad and collect $1000 for clearing 
the mission. 



The Shootist 


Tommy’s criminal team needs an ex¬ 
pert marksman, and a local redneck 
named Phil Cassidy seems like the 
perfect fit. But before he signs up— 
you guessed it—you must beat 
him in a shooting contest Follow 
the radar to Ammu-Nation and 
go into the back room to begin the 
shooting match. 



In the first shooting range, you must 
completely destroy a target to score 
points. Since the farthest targets are 
worth the most points, focus on 
destroying them before tackling the 
closer targets. The round ends when 
you run out of time or ammo, so aim 
carefully and make every shot count. 



In the next shooting range, every 
target is worth one point, so just 
focus on patrolling a small area to 
rack up points. The same strategy 
applies in the final shooting gallery, 
but the targets move faster. If your 
cumulative score in all three rounds 


beats Phil’s score of 60, you’ll gain 
$2000 and Phil’s trust. 

The Driver 



Before you can execute the big heist, 
you need an experienced driver to 
handle the getaway car. Phil recom¬ 
mends a local weirdo named Hillary, 
but before Hillary joins your team, 
he insists that you beat him in a 
street race. This is one of the tough¬ 
est checkpoint races in Vice City, 
chiefly because you must outrun 
Hillary’s suped-up Sabre Turbo with 
a pokey Sentinel. 



Hillary's driving path is tough to 
predict—watch for tricky fake- 
outs, like the first right-hand turn 
he makes. Try to memorize the race 
route in advance, or have a friend 
call out upcoming turns so you can 
focus on powersliding through them 
(press and hold Rl). Also, be sure 
to race in the daylight for maximum 
visibility. 



Adding insult to injury, you must bat¬ 
tle a two-star Wanted Level through¬ 
out the entire race. Stay behind 
Hillary to duck the first few squad 
cars, and try driving on sidewalks 
or medians to dodge the cops later 
in the race. Avoid even a single colli¬ 
sion or spinout, or Hillary’s victory 
is practically assured. 
































Printworks 


Hit the Courier 



It’s extremely tough to beat Hillary 
fair and square. Forget about switch¬ 
ing to a faster car during the race 
because Hillary uses those seconds 
to leave you in the dust Even tradi¬ 
tional ramming is nearly useless. If 
you can get close to Hillary’s tail, 
creep up on either side and push 
his rear flank with your bumper 
until he spins put Once you have 
the lead, smash Hillary into a wall 
if he tries to pass you. If you can 
beat Hillary, you’ll earn $3000 and 
his driving services. 


The Job 



It’s time to put your plan into action. 
Drive Phil, Cam, and Hillary to the 
radar blip outside the bank. Avoid 
damaging your getaway taxi en route 
because you need it in tip-top shape 
later. Enter the bank with Phil and 
Cam to begin the heist. 



Once inside, you must locate the 
vault—it’s on the top floor. Use 
your Python to kill the two security 
guards on the ground floor and then 
go upstairs and blast two more 
guards. After exiting the elevator, 
kill the guard and let Cam work on 
the safe. You need the bank manager 
to crack the vault, so head to his 
small office on the ground floor. Take 
the nearby Health and Armor if you 
need it and then lead the manager 
upstairs to Cam. 




G3 For $70,000, you can own the 
Print Works in Little Haiti. Com¬ 
pleting these missions earns you 
the Print Works Asset and a daily 
income of $8000. 


Spilling the Beans 





Someone’s tripped the alarm, and 
the S.WA.T. team is about to storm 
the bank! As gruesome as it sounds, 
you may want to kill the hostages 
before entering this phase of this 
mission. Once the action begins, it’s 
easy tp waste time by accidentally 
targeting hostages. Either way, use 
your Python, MP5 or Spas-12 to 
shred the S.WA.T. agents on the 
floor and balcony. Once you’ve 
cleared the room, head outside 
to meet Hillary. 


You need a set of printing plates if 
you’re going to print counterfeit 
cash, so head down to Viceport to 
intercept an informant who knows 
about an upcoming shipment Before 
boarding the ship, take out the secu¬ 
rity guards from the street using your 
PSG-i—this makes your job much, 
much easien:; 


Hillary’s dead, so you must now drive 
the getaway car. First, blast any nearby 
S.W.A.T. agents and then enter the 
taxi with Cam and Phil—if they die, 
you’ll botch the mission. Once in 
the cab, don’t try to push 
through the police block¬ 
ade. Instead, drive back¬ 
ward through the small 
pathway to the left of 
the bank entrance. 

From here, you can 
reach the highway 
more easily. Now you 
must successfully reach 
the radar blip before 
your car becomes 
3 scrap heap. Af¬ 
ter completing 
the bank heist, 
you collect 
$50,000 and the 
lucrative Malibu 
Asset. 


Once on board, mop up any stray 
guards with the MP5 before 
proceeding. Follow the stair¬ 
case to the radar blip and the 
informant Once you get your 
information, you earn 
a two-star Wanted Level. To 
speed things up, jump from 
the top of the ship to the 
bottom deck, then grab a 
car and return to Print 
Works. Your reward 
is $2000. 



Now that you know when the 
counterfeit plates are arriving in 
Vice City, you can steal them from 
the courier. The courier is due to 
arrive momentarily, so you should 
speed down to Viceport as quickly 
as possible in an effort to beat her 
to the meeting spot If you take 
too long, she’ll lead you on a wild 
chase through Little Haiti. 



The easiest way to beat this mission 
is to reach the meeting spot before 
the courier leaves her helicopter. 
Blast down the tough lady assassins 
(who wield shotguns and sniper rifles) 
and then blast the parked cars with 
your Spas-12 to cripple or destroy 
them. Now the courier can’t easily 
escape, so you can gun her down 
and steal her plates. Don’t make the 
mistake of blowing up her car while 
she’s in it because it ruins the plates 
and costs you the mission. 



If the courier makes in into a car, 
steal a vehicle and pursue her 
through Little Haiti. Once you 
cause enough damage to her car, 
she flees on foot Gun her down, 
steal her plates, and return to 
Print Works to score $5000. 



































Rampage Missions 



After picking up this skull icon, you 
are granted a two-minute time limit 
and an objective. In the majority of 
Rampage missions, you must use a 
provided weapon to meet a kill quota. 
Other Rampage missions require 
that you use a particular tactic, such 
as drive-bys or hit-and-runs. 



There’s no penalty for botching a 
Rampage mission, and failed missions 
can be tried again. Just take care not 
to attract a high Wanted Level, or 
the cops could jeopardize your 
chance for success. 



CD Location: Use a boat or skimmer 





CD Location: Drive a sturdy vehicle 
to the shoreline of Ocean Beach. 
Objective: Run over 30 gang mem¬ 
bers in two minutes with any vehi¬ 
cle. 


CD Location: Easily found on the 
steps of the Ocean View Medical 
R&D building. 

Objective: Kill 25 gang members in 
two minutes with the M4; use man¬ 
ual aiming (press and hold Rl). 


Lit! Location: On the dock under 
the bridge. 

Objective: Kill 20 gang members in 
two minutes with the chainsaw (again, 
try running into groups of enemies). 


CD Location: Hidden between two 
houses in Ocean Beach. 

Objective: Kill 10 gang members in 
two minutes with the katana. 


CD Location: Look for the orange 
building with a pool. 

Objective: Kill 25 gang members in 
two minutes with the MP5. 


HD Location: On top of the highest 
diving board. 

Objective; Kill 10 gang members in 
two minutes with the PSG-I (snipe 
from the diving board). 


03 Location: Easily found on the 
grassy lawn. 

Objective: Kill 35 gang members in 
two minutes using drive-by shooting 
with the Ingram MAC 10. 


CD Location: Go to the roof of the 
parking lot covered in vines, then 
stand on the ramp and inch off. 
Objective: Kill 25 gang members in 
two minutes with the PSG-1. 




CD Location: On the rooftop of 
Washington Mall. 

Objective: Kill 25 gang members in 
two minutes with the shotgun (drop 
into the mall for ample targets). 


to reach the dock in the ocean. 
Objective: Destroy 10 boats in two 
minutes with the rocket launcher. 



CD Location: Near the lighthouse in 
Ocean Beach. 

Objective: Kill 30 gang members in 
two minutes with Molotov cocktails, 
but throw them from a distance. 



CD Location: Across the street from 
Raphael’s clothes shop. 

Objective: Kill 20 gang members in 
two minutes with the chainsaw (try 
running into groups of enemies). 



ED Location: Behind the targe tan 
hotel in Ocean Beach. 


Objective: Kill 30 gang members 
in two minutes using the Spas-12 
shotgun. 



ED Location: North of the Dirt 
Track. 

Objective: Kill 25 gang members in 
two minutes with the Python. 
















































Point Mall. 

Objective: Kill 35 gang members 
with the M4 (use manual aiming— 
press and hold Rl). 


staircase. 

Objective: Kill 40 gang members 
with Molotov cocktails, but throw 
them from a distance. 


CHI Location: On the docks next to 
the stadium. 

Objective: Kill 30 gang members in 
two minutes with the flamethrower. 


litf l Location: Within the V.A.J. 
courtyard, behind the sculpture. 
Objective: Kill 30 gang members 
in two minutes with the minigun. 


CHI Location: Beside the downtown 
pizza shop. 

Objective: Kill 35 gang members in 
two minutes using drive-by shooting 
with the Uzi. 


EE3 Location: Right across from 
Vinyl Countdown inside the North 
Point Mall. 

Objective: Kill 30 gang members 
in two minutes with the rocket 


I Ml Location: Atop the stairs you 
ramped in “Hog Tied.” ! 
Objective: Kill 25 gang members in 
two minutes with the Python. 


Objective: Kill 30 gang members in 
two minutes with the M60. 



EEQ Location: At the docks near Es¬ 
cobar International Airport. 


Objective: Kill 35 gang members in 
two minutes with the Spas-12 shot¬ 
gun (take a car with you so you can 
quickly escape the docks afterward). 



US Location: Near the Print Works 
and behind the sign reading “Life Is 
a Beach.” 

Objective: Kill 30 gang members 
with the Tec-9 (a very weak gun). 



I Ml Location: Inside the fenced-in 
basketball court in Little Havana. 
Objective: Kill 25 gang members in 
two minutes with the shotgun. 



ESI Location: Beside a loading bay 
behind the bank from “The Job.” 
Objective: Kill 10 gang members in 
two minutes with the katana. 



E33 Location: Across the street 
from the Starfish Island exit (use a 
helicopter to land on the roof). 
Objective: Kilt 20 gang members in 
two minutes with the sniper rifle. 



ESI Location: Atop the building 
that sits on top of the sharp bend 
in the road. 


Objective: Kill 20 gang members 



ES3 Location: Beside the Hooker 
Hotel near Viceport. 


Objective: Kill 35 gang members 
in two minutes with grenades, but 
throw them from a distance. 



BD Location: Behind the white col¬ 


umn on the big ship in Viceport. 
Objective: Blow up 15 vehicles in 
two minutes with the rocket 
launcher (stay on the ship and peg 
cars as they pass). 


1:41 Location: Beside the Moist 
Palms hotel. 


■ 


KGAMEPRO.COM 
























































Hidden Packages • 


E3 location: inside the main cei 
minal at Escobar International Air- 

Obiective: Kill 25 gang members 
with the Spas-12 shotgun. 


Finding Hidden Packages increases 
your overall Asset percentage, and 
you get secret surprises for every 
| 10 that you locate. The locations of 
all the packages are represented by 
numbers ( WOO) on the map for 
this ProStrategy Guide. Here are 
some tips for finding some of the 
trickiest Hidden Packages. 

Hidden Package O 


GO location: Use a helicopter to 
reach the roof of the main terminal 
at Escobar International Airport. 
Objective: Destroy 12 vehicles 
in two minutes using the rocket 
launcher (again, stay on the roof 
and peg cars as they pass). 


GH Location: Next to Fort Baxter. 
Objective: Destroy 15 vehicles in 
two minutes with the minigun (try 
to head toward busier areas to find 
more vehicles). 


You need a boat to reach this Hid¬ 
den Package. From the south tip of 
Ocean Beach, head south into open 
waters. You’ll eventually see the 
twisted remains of an old wooden 
dock. Exit your boat top A) and 
carefully jump onto the dock. The 
Hidden package is on the top level. 

Hidden Package O 


Hidden Package by using the PCJ-600 
to jump from the top of the parking 
garage to the building next to the 
Hidden Package. The easiest way is 
to land on the roof with a helicop¬ 
ter—find orte at the Hyman Condo 
or on the roof of the Vercetti Estate. 


Hidden Package 0 




i :, 


You must use a helicopter to teach 
this Hidden Package. It’s located on 
the roof of the building south of the 
Washington Beach police station— 
the building is tan with blue trim. 

Hidden Package 0 


Located within the Washington 
Beach police station. If you have 
the police disguise, you can slip into 
the restricted area upstairs unde¬ 
tected. Without the disguise, you 
bee a two-star Wanted Level and 
fe some angry cops. The package is in 
' the office across from the stairs. 

Hidden Package 0 


G3 Location: On Starfish Island, 
but the gate’s locked. Enter the 
neighbor’s lawn, use the dumpster 
to scale the wall, and then snag the 
Rampage and parked Admiral. 
Objective: Run over and kill 35 gang 
members. Drive on the sidewalks to 
mow them down. 


Th e second Hidden Package is lo¬ 
ll cated close to the first—look for a 
large cluster of rocks. The Hidden 
Package is located on the south side 
of one of the larger rocks. 

Hidden Package O 


This Hidden Package requires only 
fancy footwork. Head to the con¬ 
struction site where you used to re¬ 
ceive missions from Avary Carring¬ 
ton. Use the wooden boards to 
ascend to the third floor. The Hid¬ 
den Package is located at the end 
of this beam—use the analog stick 
to carefully inch your way to it. 


Head for the spiral parking garage 
in Ocean Beach. You can reach this 


Hidden Package © 



Search the rooftops near Kaufman 
ICabs to find this Hidden Package— 
look for a Sparrow helicopter rest¬ 
ing on a neighboring rooftop. 


Hidden Package 0 



Look for this Hidden Package on the 
catwalk in front of the big Kaufman 
Cabs billboard in Little Havana; a 
PSG-1 is located to the right of the 
catwalk. 


Hidden Package O 



You need a helicopter to reach the 
ship in the southwestern section of 
Viceport. Be extremely careful when 
landing your helicopter at this loca¬ 
tion; otherwise, you have no way of 
leaving the boat. 


Hidden Package 0 



Thanks to the strange architecture, 
landing the helicopter on the roof of 
the Escobar International Airport 
terminal is no easy task. Look for 
the Hidden Package on the west 
side of the rooftop. 













































SPOILER ALERT! Halo has many plot twists and surprises, and reading ahead will ruin them all. 




}) The Pillar of Autumn 

A few quick notes before we begin: This Pro- 
Strategy Guide is based on playing at the 
Normal difficulty setting. Also, even though 
this ProStrategy Guide is presented level by 
level, the tatties you'll team should be used 
throughout die game. 


After you’re dethawed from cryo, 
rush off to the bridge. To move 
ahead, sometimes you’ll have to 
jump over or duck under obstacles. 


You can’t fight at all in this opening 
scene because you won't get a wea¬ 
pon until after the cut-scene with 
the Captain, so focus on getting to 
the bridge and ignore the action 
around you. 


Whenever you take out one of the 
larger, blue Covenants (called Elites), 
grab its plasma rifle—it’s one of the 
game’s better weapons. The only 
downside is that you can’t reload 
it—when its charge runs out, it’s 
junk, so grab a new one whenever 
the opportunity presents itself. 


If you’re getting lost, follow Cortana’s 
instructions or look for the doors 
with green lights on their panels— 
they are the only ones that will open. 


Whenever you approach an unsus¬ 
pecting enemy from behind, tap B to 


clock them with your weapon, which 
kills them silently, 



When you encounter Marines en¬ 
gaged in combat, stop and help them 



out. The survivors usually stay with 
you, and they often prove really use- 


Whenever you hear the beeping that 
indicates your shields are getting low, 
retreat and take cover until they re¬ 
charge. This tactic is utterly crucial 
in staying healthy throughout the 
game. An excellent variation on this 
move is retreating back through slid¬ 
ing doors—the Covenant never fol¬ 
low you, and the closed door blocks 



}) Halo 



As you start to cross the bridge, a 
Covenant dropship will approach. 
You can just continue forward, but if 
you return to fight, take cover until 
the dropship departs. Its lasers are 
lethal and will kick your butt 



When fighting a pack of Covenant 
take out the Elites first—they’re 
deadlier than the grunts, who you 
can safely ignore for short intervals. 



As you head up the ridge from the 
crash site, you’ll be attacked by two 
Covenant aircraft (called Banshees). 
























focus your fire on one—as 
it’s down, the other will fly o 



Proper use of grenades is hugely 
important in Halo—basically, when¬ 
ever you’re outnumbered, chuck a 
grenade. As soon as it blows, rush in 
while the enemy is disoriented and 
mop up. Also, the Covenant’s plasma 
grenades are better than the human’s 
fragmentation grenades because 
they’ll actually stick to an enemy 
which can prove very effective. 


When that battle’s over, locate the 
Warthog (a.k.a. a jeep) that a Marine 
dropship unloaded for you, and drive 
it into the gray cave at one end of 
the valley. Getting comfortable with 
the fussy handling of Halo's vehicles 
is a hassle at first, so practice on 
safe ground before you move on. 


Rescuing the survivors is sheerly a 
matter of combat, so charge in and 
dean out the Covenant Stay in your 
Warthog as much as possible—its 
mounted gun is very powerful. Run¬ 
ning over enemies is also a fine tac¬ 
tic. In one of the areas, you’ll have 
to enter the buildings and clear them 
out Also, keep one eye on the 
skies—a pair of Banshees will attack 



When you descend ir 
where Marines are fighting Covenant, the Warthog. First, though, stay in 


help out your side until that first 
wave is handled. Then look to the 
skies—a series of Covenant drop- 
ships will send in reinforcements. 
Lead the charge until all is clear. 


the Warthog and maneuver it to give 
your gunner a good angle on the 
enemy until all is dear. 



Covenant dropships will bring in 
inforcements, but you'll know the 
area’s clear when Cortana calls in 
the Marine dropship. When every¬ 
thing’s quiet, jump in the dropship 
to end the level. 

)) The Truth and 
Reconciliation 


If you need a health pack, scout 
around in the quiet moments— 
they’re usually found near the 
Marines' corpses or wrecked craft 


With your back to the entrance of 
this area, look to your right You’ll 
find a passage leading up. Take out 
the enemy lurking there and con¬ 
tinue down the passage until you 
locate the switch that activates the 
light bridge. 




As the level opens, run forward and 
to the right Take cover along the 
ridge and begin sniping. You’ll remain 
undetected longer if you take out 
lone Covenant first Be sure to get 
the ones in the turrets, too. When 
you’re discovered, switch to your 
machine gun and join the Marines in 
mopping up. 


To take out Jackals, the Covenant 
who carry hand-held shields, fire a 
short burst to get them to duck be¬ 
hind their shield. Then flank them— 


As you emerge from the cave, the 
locations of the three groups of sur¬ 
vivors are marked by blue lights. If 
you get lost, Cortana will eventually 
give you a waypoint. 




When the area’s clear, switch back 
to your sniper rifle and continue 
along the ledge toward the Cove¬ 
nant ship. 



The best tactic here is to snipe as 
much as possible until you’re de¬ 
tected, then charge in. 



When the Marines tell you they’ll 
hang back, move ahead on the left 
and get a position on the high 
ground that lets you fire On the 
whole valley. 



Often, it’s a good idea to climb into 
a Covenant turret and use its sizable 
firepower to take out the enemy. 



In this valley, you can find one of 
Halo’s two power-ups for the first 
time—look for translucent cubes 
with red or blue spheres inside. 

























Active camouflage makes you invisible, 
while an overshield, which you’ll find 
later, adds an extra layer of armor. 


When the valley is clear, head through 
the narrow path to the next area 
where the gravity lift awaits. Linger 
at the entrance and snipe as much 
as possible—target the Elites and 
the turrets in particular. 


Covenant in camouflage for the 
first time. They’re invisible, like in 
the fnovie Predator, and they can kill 
you before you even see them. Their 
large blue sword, the occasional 
shimmer of their camouflage, and 
their telltale, dog-like grunts give 
them away, though. You can also 
spray bullets around randomly— 
weapons fire disrupts their camo. 


As you move through the ship, the 
red-outlined doors don’t open, but 
the white-outlined ones show the 
way ahead. 


II The Silent 


your first encounter with these 
huge, deadly Covenant Since they’re 
slow but pack a brutal punch, keep 
your distance and backpedal if they 
approach—in close, they can kill 
you with one swipe. Use your most 
powerful weapon and, from a dis¬ 
tance, fire cautiously but steadily. 
Also, watch out for their powerful 
green plasma bursts, which you can 
easily sidestep. 


Often, you’ll have to find switches 
like the one pictured above—they 
open doors, unlock prison cells, and 
at the end of the level, release the 
clamps on the Covenant dropship so 
you can escape. 


But no matter what you do, you 
can’t prevent the map room door 
from being locked, so return 
Warthog and continue down the 
beach in the same direction. 


the 


Return to the Warthog and head 
down the beach in the same direc¬ 
tion. Stop at the wrecked Marine 
dropship to snag a rocket launcher, 
then return to the map room, which 
is now heavily guarded—those 
rockets will help with the Hunters. 


There’s not much strategy involved 
in fighting through the ship and res¬ 
cuing the captain. Follow Cortana's 
waypoints and utilize the general 
tactics you’ve learned thus far. You’ll 
face everything from Hunters to 
Elites in camo with swords. 


As you storm the beach, focus on 
the Elites and let the Marines handle 
the grunts. 


When the beach is secure, get in 
the Warthog and head straight in 
the direction it’s already pointed. 
The map room is just a short jaunt 
ahead in the structure pictured in 
the above screen. 


Stay in the Warthog as much as 
possible—you can even wedge 
this sucker into buildings. 


Just ahead next to a wrecked Wart- 
hog, you’ll find a path to the interior 
of the island. Leave the Warthog be¬ 
hind and head up there. 


At the top of the path, you’ll find 
two Hunters. Handle them and con¬ 
tinue on to the entrance to the main 
facility, which is through the trees. 


Descend into the main facility and 
take out the two Hunters guarding 
the security override. Rip the holo 
switch to deactivate the security, 
and as you exit, expect two Elites 
in camo to attack. 


Once the first wave around the lift 
is dealt with, find some high ground, 
preferably near a turret that you can 
occasionally use. Expect several waves 
of Covenant from both dropships 
and the lift. 































A good tactic is to take the low 
road all the way to the other side, 
then surprise the enemies on the 
high road from behind. 


As you battle down to the map room 
and back out again, expect plenty of 
combat but few surprises other than 
le Hunters. 


You’ll have to handle the deadly 
Covenant tank before you can pro¬ 
ceed, though. Taking it out requires 
two rounds from a rocket launcher. 
When all is clear, ride the Ghost to 


When you’re forced out of the 
Scorpion by the gate-like barrier, 
ascend up to an area littered with 
turrets, two Ghosts, and a Banshee, 
Immediately head to the left and 
take out the turret. 


The Silent Cartographer is pictured 
above—that’s what you’re looking 
for at the bottom of the map room. 

)) Assault on the 
Control Room 


As you emerge outdoors into the 
out the turret on your 
left, then climb into it and use it to 
take out the turret across the field. 


Immediately climb into the human 
tank, called a Scorpion, and lay waste 
to the area, including the Ghosts 
and Hunters. Stay in the Scorpion as 
long as possible as you move ahead. 


Next, get out the rocket launcher 
to dispose of the three aircraft. 
Afterwards, head inside and fight 
forward—it’s a long, repetitive 
battle—until you emerge outside 
on a snowy bridge. The best wea¬ 
pons to carry are a plasma rifle and 
a rocket launcher for the Hunters. 




































1) The Library 



Lurking behind the large door at the 
top of the pyramid is a huge pack of 
Covenant. After you open it, dash 
over to a turret and use it to handle 
the attack. That’s the last of the en¬ 
emy in this level, so just enter the 
pyramid to find the control room. 

» 343 Guilty Spark 

While this swamp feels like a huge, 
wide-open area, it's actually fairly 
linear. Locate the downed Marine 
dropship, gather supplies, and then 
head out in search of the mysteri¬ 
ous structure. 


Immediately after that cut-scene, ex¬ 
pect an attack by swarms of these 
new aliens, the Flood. The best wea¬ 
pon to handle these little critters is 
the machine gun—fire short bursts 
because they explode when they die 
and will take out others nearby. Grad¬ 
ually retreat if needed so they can’t 
swarm you, but really, they don’t do 
much damage. 




At one point, you’ll have to traverse 
a bridge-like tree limb, which begins 
at the location pictured above. 



The structure you’re looking for 
pictured above. 



Inside, it’s standard combat as you 
progress forward by locating the doors 
with green lights, though things defi¬ 
nitely start getting creepy.. .especially 
when you reach the cut-scene where 
the Master Chief watches the dead 
Marine’s helmet video. 


After you handle that first wave, 
your objective changes to just escap¬ 
ing from the structure, so battle 
your way back out You’ll reach an 
area where you have to jump up 
a stack of purple crates to reach a 
higher level, and then 
you’ll have two choices > 
of paths ahead. 


One leads back to the elevator that 
leads to the exit, but when you try 
to use it, it breaks. 



The next type of Flood are these 
larger creatures that move quickly, 
have incredible jumping ability, and 
like to charge in close to attack with 
a powerful punch. Retreat to main¬ 
tain a healthy separation, and as with 
Resident Evil’s zombies, expea them 
to “play dead” after their first attack 
and then spring back to life for a 
second and final attempt. 



The shotgun packs enormous stop¬ 
ping power and can put down even 
the big Flood—permanently—with 
one shot. When fighting the Flood, 
it pairs nicely with the machine gun, 
which should be used to mop up 
the little Flood after shotgunning 
the big ones. 


You’ll run into a new type of Rood 
(pictured above) in this level. This 
large, lumpy alien explodes violently 
after taking little damage, so keep 
your distance or it’ll kill you as surely 
as a grenade. You can also use that 
explosion to your advantage, tim¬ 
ing the blast to take out other 
Flood nearby. Finally, these lumpy 
Flood release a small pack of little 
Flood when they explode. 





As you make your way to the exit, 
you’ll have to solve mini “jumping” 
puzzles in two places. Look for 
crates or other objects onto which 
you can jump; these will enable you 
to leap to the above level. As you 
head out from the structure into 
the swamp, stick with your Marines 
and look for the tower with red 
lights, where your encounter with 
343 Guilty Spark will end the level. 


Throughout this level, when you’re 
told to hold your position until the 
Monitor returns, back into a safe 
comer so that you’re only attacked 
from one side. If the Sentinels are 
around, hang back and let them 
handle as much as possible. 


\ 


Be prepared for some of the Flood 
to start packing some serious fire¬ 
power, like rocket launchers. Also, 




















they tend to respawn, so try not 
to linger in one place, or you’ll 
get overwhelmed. 


will do the job. The trick when fight¬ 
ing Sentinels is to never stand still, 
or their lasers will get a lock on you. 



In heated battles against large con¬ 
tingents of Rood, it's best to ignore 
the little Rood and concentrate on 
the larger ones—as long as your 
shields aren’t depleted, that is. The 
damage done by the little ones takes 
a while to accumulate, and the larger 
Rood are much more deadly. 


As you follow Cortana's instructions 
and continue forward, the Covenant 
will be fighting the Sentinels. Stand 
back and let one side win, then mop 
up the survivors—you’ll mainly be 
facing Covenant i 


In the final room with the Index, ex¬ 
pert to encounter more Rood than 
you’ve ever seen before. Inch your 
way forward, and as soon as you 
start to get outnumbered, retreat 
around a corner or doorway and 
pick them off one by one. Repeat 
until you reach the Index. 

II Two Betrayals_ 




When this level begins, you're being 
pounded by Sentinels. Immediately 
switch to your shotgun and run for¬ 
ward—there’s a transparent barrier 
that you can take cover behind. 


When Cortana tells you to hijack a 
Banshee near the bottom of the pyra¬ 
mid, don’t head all the way down 
into the snow just yet. Continue 
along that same level through the 
short tunnel and grab the rocket 
launcher. For the rest of this level, 
it’s best to pack a shotgun and a 
rocket launcher. 



As you fly toward the waypoint, use 
the Banshee’s firepower to clear out 
the landing area, then touch down 
and head inside to the first power 
generator. To hover with the Ban¬ 
shee, hold 4- on the left analog joy¬ 
stick, and you'll be able to snipe at 
your leisure. 




After you step inside the pulse gen¬ 
erator’s beam, which trashes it and 
depletes your shields, you’re swarmed 
by Sentinels. The safest move is to 
immediately run to the side of the 
that’s opposite the door and 
take cover until your shields recharge. 
You can then either fight the Sen¬ 
tinels or leave them behind and head 
out to your Banshee. 



Fly the Banshee down to the lower 
bridge, use its weapons to wipe the 
bridge clean, and battle through the 
interior to Canyon B. It’s a some¬ 
what long but standard fight 



Use rockets to take out the tank, then When you arrive at Canyon B, you’ll 


When your shields are recharged, 
head into the open and take on the 
Sentinels—a shotgun blast or two 


clear Out the remaining Covenant and 
snag that Banshee. 


have several Covenant vehicles to 
take out First target the Ghost then 
target the Banshee, and lastly target 
the tank. 


When all is quiet, ride the spare 
Ghost ahead a ways until you reach 
the scene pictured above. To your 
right are two Hunters and to your 
left is a tank and some Elites. 



First though, dismount and deal 
with the Banshee overhead. Then 
mop up the area using your Ghost’s 
lasers and your rocket launcher. If 
you run out of ammo early on, you 
can always climb into one of the 
Banshees and use its weaponry. 



When all is clear, take a Banshee 
up to the waypoint that marks the 
second pulse generator. Right nearby, 
you’ll find a Covenant “airport" De¬ 
pending on your mood, health, and 
ammo, you can either wipe the 
Covenant out, or just ignore them, 
land the Banshee, and head inside 
for the pulse generator. 



At the pulse generator, you’ll find 
Sentinels battling the Flood. Hang 
back, let one side win, then clear 
out the rest. Step inside the genera¬ 
tor to trash it and be prepared for 
the Flood to jump you while you’re 
vulnerable. 
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Fly your Banshee down from the gen¬ 
erator and into the tunnel toward 
Cortana’s waypoint Use its weaponry 
to clear out the enemies in the tun¬ 
nel and fly it forward until you’re 
forced to ditch it. Soldier on until 
you reach Canyon A. 



You’ll emerge into a battle between 
the Flood and Covenant Hang back 
and take on the losers—the biggest 
threats are the Banshee overhead 
and the Flood with rockets. 



To continue on, grab one of the 
Ghpsts and ride forward. You'll have 
to deal with one small skirmish be¬ 
tween the Flood and Covenant. 



Just beyond that, you'll arrive on 
the scene of the biggest battle you’ve 
seen yet. You’re simply too out¬ 
numbered here to actually win the 
fight, so instead, creep along the 
right-hand wall and do your best to 
avoid drawing attention to yourself. 






Your goal is one of the Banshees. 
Slip in and take off fast before the 
Covenant wise up When you’re air¬ 
borne, head for the waypoint 


The landing area is fiercely guarded 
by some Sentinels, which are actually 
really good at taking out Banshees, 
So your best move is to practically 
crash-land the Banshee and run in¬ 
side before you’re blown out of the 
sky. The third pulse generator is 
guarded by more Sentinels, and once 
you’ve cleared them out and trashed 
the generator, the level’s over. 


)} Keyes 


Make your way forward until Cor- 
tana tells you to turn back from the 
big, yawning gap that you can't jump 
across. But for the only time in the 
game, ignore her advice and save 
yourself an ass-whupping—just jump 
into the gap. Your fall will be cush¬ 
ioned by the ship’s leaking coolant, 
and besides, it’s the only way forward. 


rifle laying next to it. Use the rifle 
to snipe the crowd ahead until the 
ammo is depleted, then get your 
other gun back and battle toward 
the gravity lift that takes you back 


When you arrive at the lift, don’t 
worry about taking out every single 
enemy—clear a path so that you 
can stand inside its beam and you’ll 
be transported up in short order. 


Inside the ship, fight your way to 
Cortana’s checkpoints and the Cap¬ 
tain. The Flood definitely has supe¬ 
rior numbers, so caution and the 
occasional retreat is wiser than valor 
and charging in. 


Instead, put your back to it and get 
ready for a heavy Flood assault, then 
head off to the shuttle bay. 


You’ll start encountering Covenant 
rocket launchers—just strafe to 
dodge their slow but deadly green 
plasma bursts. The launchers blow 
up like a grenade after you kill their : 
carrier, though, so be careful. 


As you enter the top floor of the 
shuttle bay, fling grenades to both 
sides to clear out the heavy Cove¬ 
nant encampments. 


Then follow the waypoint to the 
Banshees on the bottom floor of 
the bay. It’s guarded by Covenant 
who fling grenades with deadly 
accuracy, though, so be ready. Get¬ 
ting into a Banshee ends the level. 

1) The Maw 


of the hall—take cover and snipe. 


On the ground, you’ll be involved in 
standard combat until you reach 
the health pack with the sniper 


























Continue on toward the bridge, and 
when you reach this ladder, drop a 
grenade in and wait The Flood is 
fighting some Sentinels, and once 
you hear a few explosions, the Sen¬ 
tinels have mopped up. 



On the way to the bridge, you’ll face 
everything that the Covenant and 
Flood can throw at you, including 
Hunters, grenades, and rockets. 



Hunters are much less of a challenge 
with the shotgun—get in close and 
unload. With the rest, standard tac¬ 
tics will suffice. 



As you fight your way to Engineer¬ 
ing, let the Flood and the Sentinels 
winnow each other’s ranks before 
you mop up. 




When you start seeing markers on 
the floor for the Armory, be sure to 
step off the path to Engineering and 
locate this huge weapons cache. 



In Engineering, the resistance from 
both the Flood and Sentinels is 
fierce , so stick to the corners and 
shadows. Try to avoid calling atten¬ 
tion to yourself, but naturally, fight 
back when attacked. There are a lot 
of health packs on both sides of the 
first floor, by the way. 



Make your way to any of the way- 
points on the third floor by heading 
to the far right of the main room and 
following the clearly labeled doors. 
Rush to any of the waypoints and 
tap X to retract the exhaust cou¬ 
plings on the reactor. Stay alert up 
there, too—you’ll have to handle 
plenty of attacks. 


Once you retract one of the cou¬ 
plings, you’ll have just one waypoint— 
that’s the vent core that you just 
opened, and you need to destroy it 
with a rocket or grenade. Drop off 
the third-floor catwalk onto the 
struts that run across the room, and 
you’ll get a good angle on the vent 



Aim for the glow coming from inside 
the vent Once the vent is blown, the 
safest move is to jump off the strut 
onto the second floor and hide until 
your shields recharge. Then repeat 
this process three more times to 
ignite the process of blowing up the 
Pillar and Halo. 



Once all the vents are toast, head 
for an elevator on the top right of 
the third floor—it’s through a series 
of doors, and a pack of Covenant is 
waiting for you inside the elevator. 



At the top of the lift, you’ll have six 
minutes to escape the Pillar. Grab 
one of the Warthogs and take off 
for the waypoint. 


Don’t worry about combat—drive 
like a maniac; it’s a wild ride. The 
tunnels and jumps are the fastest way. 



After you reach the first evac point, 
the crash means you have another 
wild ride ahead. Race forward and 
take cover to avoid the Banshees, 
then head off to the waypoint 



When you reach this barricade, the 
Warthog goes no further. 



Continue on foot and don’t waste 
any time on anything but running 
straight ahead until the final cine¬ 
matic starts. Be sure to sit through 
the credits for a tantalizing hint 
about the sequel.... 





















Now Kairi has a shopping list of 10 
items for you to find: Fill the water 
bottle at the waterfall, find an egg on 
top of one of the trees by the bridge, 
get the coconuts by hitting the trees 
around Kairi, and go swimming near 
Selphie and Wakka to catch the 
three fish you need. 


Finally, the three mushrooms can be 
found behind a rock in the cave by 
Kairi, near the tower in the Cove, 
and—lastly—in the Secret Place by 
the waterfall. 


Kingdom Hearts is one of the deepest action/RPGs for 
the PlayStation 2. This guide takes you step-by-step 
across the game's eight Disney-themed worlds and 
through the final battle, if merely beating the game 
leaves you unsatisfied, then read on to all the secret 
stuff, including the mysterious hidden ending movie. 

Note: This PraStrategy Guide was based on the game’s Normal setting. 

The Expert mode follows the same story but with tougher enemies. 

WAUTHROlieil 


Your first task on the island is to pick 
up two logs, a rope, and some cloth 
to make a boat. 


The rope is behind Tidus, the cloth is 
hanging in the treehouse, and you can 
find logs by Riku and along the shore¬ 
line. If you give everything on the list 
to Kairi, you’ll see a cut-scene that 
introduces Donald and Goofy. 
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your Keyblade. Keep on hitting the 
tree until you see a fruit; examine it 
(the bottom option) so that Sora 
picks it off the tree. 


size. Beyond the door, you can see 
Alice being accused of crimes she 
didn’t commit by the Queen of Hearts. 


Go back to the Secret Place and de¬ 
feat Darkside again to finish the level. 
He’s a tad more powerful this time 
around, but as long as you steer clear 
of his fireballs he still won’t pose much 
of a threat. 

TRAVERVE TOWN 


After another cut-scene, you find 
yourself alone in a city for homeless 
Disney (and Square) characters. 


Exploring Traverse Town can be 
dangerous once you leave the First 
District—good thing you can actually 
hurt the Shadows with the Keyblade 
j now. Talk to Cid in his Accessory 
Shop, head off to the Second Dis- 
j trict, and defeat the first group of 
enemies you encounter. 


No sooner do you and Leon kiss and 
make up than the Heartless break into 
the hotel you’re all holing up in. Head 
for the Third District and meet Don¬ 
ald and Goofy. The only way into the 
area is via an alley off the main court¬ 
yard in the Second District. 


After the Queen’s kangaroo court, 
she asks you to find evidence that 
proves Alice is innocent There are 
four pieces of evidence to find in 
Wonderland. You only really need to 
find one to carry out the trial, but 
making a bit of 
you some f ' * 


Whack the tree one more time so 
that the branch with the fruit is out 
of the way. Eat the fruit you chopped 
off the tree to shrink back down to 
normal and then take the brown- 
mushroom path one more time. This 
time it leads to a different path and 
a different doorway. 


The Footprints and Antenna are 
easy enough to find as they’re lying 
arourtd in plain sight as you jump 
around the Lotus Forest next to the 
Queen's Castle. The other two are 


Once there, you must fight a new 
boss, the Guard Armor, who is made 
up of five distinct body parts. Con¬ 
centrate on one body part at a time 
to save yourself from expending too 
much energy. It’s best to tackle the 
arms first, since they hurt you the 
most; once they’re gone, you won’t 
have much of a problem with the rest 
Once you’ve finished off the Ar¬ 
mor, Donald and Goofy join your / 
party for good. We’re going to Dis¬ 
ney World...well, the first Disney 
world, anyway. 


Go to the rear of the Lotus Forest 
and jump up onto the two brown 
mushrooms that are right next to each 
other. Follow the path up and into the 
door cut into the tree trunk to reach 
the area where the Stench is hiding. 
Three clues down, one clue to go. 


To get the fourth clue, you need to 
open a path by growing to an enor¬ 
mous size. Feed a potion to the yel¬ 
low flower to do so—it’s right near 
the entrance to the Lotus Forest. 
Once you’re large, hit the tree with 


Once you’re done, backtrack to the 
First District. Enter Cid’s shop and 
leave immediately, and you run right 
into Squall—er, Leon. This is one of 
those battles you have 
to lose for the sake of 
the plot, so feel free 
wildly flail away tc 


You start the Alice in Wonderland- 
themed stage in the White Rabbit’s 
rabbit hole. Follow him over to the 


Push the bed out of the way and tak 
the potion on the table to shrink in 
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Jump over the gap to get the Claw 
Marks. If you miss the jump (which is 
easy to do, thanks to the tricky cam¬ 
era angles here), you’ll have to go back 
through the Lotus Forest again. Once 
you manage it, though, the Cheshire 
Cat gives you the Blizzard spell as a 
reward for finding this tricky clue. 
























The door leads to the ceiling of the 
Bizarre Room, where the Cheshire 
Cat asks you to light up the two 
lamps in the center. Go ahead and do 
sd, dispatching the Heartless that ap¬ 
pear in the process. 


Upon entering, you find yourself sep¬ 
arated from Donald and Goofy. Jump 
down off the treehouse to enter the 
main camp, where Jane asks you to 
find six different slides to help her 
communicate with Tarzan. Fortunately 
for you, they’re all easily located 
around the tent she's holed up ir 


jauu., the leopard, on several 
occasions. The general strategy for 
him is always the same. His attacks 
are dangerously fast, so don’t be 


Open the latch to re-enter the 
Queen’s chambers, and then return 
to the right-side-up Bizarre Room 
to face the Trickmaster. He’s easily 
defeated by jumping and launching 
attack combos in mid-air; once he 
kneels down, you’re free to whack 
him with your 
as you like. 






After a small trip across some swing¬ 
ing vines, you run into the gorilla chief 
and view a cut-scene. Climb the vine 
next to you when the scene ends, and 
make your way back to the treehouse. 
where you discover why Clayton isn't 
such a benevolent hunter after all. Re¬ 
turn to camp for your next mission. 


Now Sora and crew must save some 
gorillas from the Heartless. You can 
find them in the Camp (immediately 
after leaving the tent), the Bamboo 
Thicket, the Cliff, and back up in 
the Treehouse area. Just defeat all 
the Heartless in each area and the 
gorillas show tip. 


afraid to use Guard Roll and drag 
out the battle until he can’t take 
any more damage from your other 
party members. Tarzan is more pow¬ 
erful than Donald or Goofy at this 
point, so make sure he’s in your 
party whenever possible. 


Trees; take the same route you took 
earlier for the gorilla visit to reach 
them. Once there, attack the large 
black fruit on the tree to free them 
from their prison. Let the rest of 
your party deal with the Heartless. 


Phil’s next mission for you is to com¬ 
plete a six-round tournament. The 
first of many in this game, the object 
of this contest is to survive six straight 
battles without saving or replenishing 
your items. Most enemies in this event 
shouldn’t pose much of a problem— 
especially now that you’ve got the 
Cure spell. 


Back at Camp, you find out that Clay- 
jupn has,.kidnapped Jane and Terk. , 
They're being held in the Climbing 


The first thing Phil asks you to do 
here is complete two tests of skill. 
They both invoke destroying all the 
barrels in the arena within a certain 
time limit. You have infinite tries to 
pull off the feat, but the second round 
can be frustrating. Try attacking while 
in the air, and turn off the Combo 
Plus ability—that should keep you 
from wasting time landing four-way 
combos on stupid, old barrels. 


The last round is against Cloud him¬ 
self. He can be extremely challenging 
if you forget that you have magic on 
your side. Pelt him with Fire from 
afar and you should be able to easily 
outlast his sword slashes. 


After Cloud, you fight Cerberus. He’s 
got some very mean biting attacks 
that can be (mostly) avoided by keep¬ 
ing to the dog’s side at all times. His 
most lethal attack involves a series of 
black pillars that shoot up from the 
ground; keep running to avoid them. 
Climb the stands of the coliseum if 
you need a rest and keep on plugging 
until he's finally down. 

That concludes the bit of Olympus 
you have to complete right now. Phil 
holds more tournaments throughout 
the game that can net you some very 
useful items and weapons. Chip and 
Dale let you know when a new tour¬ 
nament takes place. 


Your party decides to pay a visit to 
the gorillas to sort out the mess this 
world's in. Go to the Hippo Lagoon 
and climb up the vine directly to 
your left. "la "; „ 


His second attack has him riding on 
the Stealth Sneak, a nasty giant chame¬ 
leon. What's worse: he’s even figured 
out how to use heal potions on him¬ 
self: Concentrate on knocking him off 
his ride and then whale at him, never 
giving him a moment to use his po¬ 
tions. After his defeat, you need to 
navigate a tricky platform segment to 
the keyhole. Just a few quick jumps— 
there’s no penalty if you miss them— 
and you’re done. 


to avoid his shots and 


aWay when the monkey Heart- 
aren’t being too troublesome. 
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TRAVERVE TOWN ACAIN 



Return to Traverse Town and use the 
red Trinity Mark in the alleyway be¬ 
hind the hotel to find Leon's sorta- 
secret hiding place. Go back to Cid, 
who suggests you pay a visit to Merlin. 
The wizard’s house is located in the 
Third District, beyond a door that 
you need Fire to open. 



Merlin is a very helpful guy—he has 
a special chamber you can practice 
your magic in without wasting MP, 
and his abode is also home to the 
storybook where Winnie the Pooh 
and his world of mini-games are 
located. You receive your first sum¬ 
mon attack here; return occasionally 
to net more useful items. 



After you visit Merlin, climb the ladder 
near one end of the Gizmo Shop in 
the Third District. Use the Trinity 
Mark on the wall up top to find the 
bell, and ring it three times to reveal 
the Traverse keyhole. You must fight 
the Opposite Armor, a slightly tougher 
version of the Guard Armor you 
fought before, but he should be no 
problem for you by now. 


ACRABAM 



After the cut-scene, enter Main Street 


find Jasmine hiding behind some 
boxes. After finding her, unlock the 
keyhole and jump across the shut¬ 
ters to reach the “second floor” of 
Main Street. 



Follow the path across the awnings 
to the pole that leads to Aladdin’s 
house. If you free his carpet, it will 
give you a free lift to a new area. 



Aladdin is stuck in the sandpit In the 
middle of this section. Defeat all the 
Heartless that appear, and Aladdin 
will summon the Genie to save him¬ 
self and the rest of your party. Return 
with them to Agrabah. 



All the regular exits are sealed back 
in the city, so climb on the rooftops 
to get back to Main Street and Al¬ 
addin’s pad. Take the left pole and 
head for the red awning to the right. 
Jump across at this point and you 
should reach the door to the Bazaar. 



Jump across the window shutters, and 
then jump up on the stack of boxes 
and across to the opposite wall. This 
keyhole opens another door over in 
Main Street; hop up onto the awnings 
by Aladdin’s house to reach it. 



The next boss, the Pot Centipede, can 
be difficult if you don’t act quickly. 
Attack the individual Pot Spiders until 
they fuse together to form a com¬ 
plete centipede; once they do, get to 
work on the head (or tail) until the 


spiders spread out once itv 
peat as necessary. 
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Your next target is the Cave of Won- 

ders; take the carpet back 

to the 

desert. Before you can enl 

:er, you 

must defeat the tiger head that serves 

as its entrance. You need t 

;o climb 

up and attack his eyes to ca 

luseany i 

damage; once you manage t 

:o jump 

up there, he’s really something of 

a pushover. 
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The Cave of Wonders itself is kind 
of tough to map, but simple enough 
to figure out once you realize that 
you can swim up waterfalls. You need 
Aladdin in your party to activate the 



Jafar himself is very easy to defeat, 
but do so before he starts flying 
around—once he does, you must 
use magic to get him down. Either 
way, his attacks do little damage and 
are not difficult to dodge. 


and head into the left-hand alley to 



His second form, on the other hand, 
is invincible—except for the lamp 
that lago the parrot is flying around 1 
with. Attack the lamp until Jafar can’t 
take any more. You’re now done with 
Agrabah and the first ring of worlds. 

MONVTRO THE WUALE 

After finishing the Agrabah section, 
take the Southern path from it in the 
Gummi Ship (skipping the warp gate in 
the middle). You should get swallowed 
up by the giant whale of Pinocchio feme. 



Here’s how to get to the boss in¬ 
side Monstro: Follow Pinocchio to 
Chamber I, take the upper exit to 
Chamber 2, battle your way across 
to Chamber 3. and head left and re¬ 
turn to Chamber 2. 



Pass through Chamber 2 and keep 
on going through Chambers S and 6. 
Take the upper exit in Chamber 6 
back into Chamber 5. As you enter 5, 
fall a little to the left and proceed on 
the platform that you end up on to 
Chamber 4. Fortunately, after this little 
gauntlet you just ran through, the Para¬ 
site Cage at the end is easily hacked 
to pieces without too much strategy. 



Now that the water level has gone 
down, you must make use of the 
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High Jump ability Geppetto gives you 
to reach Monstro’s throat. Hop up to 
the L-shaped platform in the middle 
and work your way to the top of the 
passageway beyond. 



You have to fight the Parasite Cage 
again, and this time he’s much more 
of a pain. Try to stay as far away from 
the Cage itself as possible, using Fire 
and other magic to attack instead. 
When you get short on magic, run 
up and attack the Cage’s belly to re¬ 
plenish your meter. 



Don’t forget to visit Geppetto in his 
First District house after you’re done 
inside Monstro. He gives you a few 
extra items for your trouble. 


ATLANTIC* 



The Little Mermaid-themed world 
uses a completely different control 
method that requires a bit of time to 
master. Press x t& rise and O to go 
down while underwater. Note that 
auto-targeting enemies in this level 
automatically adjusts your height to 
some extent, making battles easier. 



Follow the tridents on the wall to 
King Triton’s chambers, fighting off 
any Heartless you run into along the 
way. After Ariel gets the riot act read 


to her, swim over to the rock in the 
Undersea Gorge that Ariel points out 
to you. Enter her private hideout. 
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Return to the Undersea Valley (the 
big area where you started the level), 
defeat all the Heartless, and then find 
the dolphin swimming around near 
the ground. Grab on to him and he 
takes you up against the current and 
to the Sunken Ship. 
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Grab the Crystal Trident from the 
chest in the ship, making sure to dis¬ 
patch the shark beforehand. Enter the 
Undersea Gorge (the passageway by 
the wooden cross) and follow the 
path back to Ariel’s Grotto. 



After King Triton yells at you again, 
return to his throne room where 
you discover that Ursula isn’t exactly 
the kind old sea demon that Ariel 
thought she was. 



Go back to the Sunken Ship area 
and look for a piece of boat next 
to a large rock with a drawing on it. 
Sebastian pushes the rock out of 
the way, thus revealing the path to 
Ursula’s Lair. 



Ursula’s first form is nearly impossible 
to defeat...unless you know the secret 
behind her magic cauldron. Take note 
of the cauldron’s color, and cast the 
appropriate annulling magic on the 
pot (Ice if it's red, Fire if it’s blue, and 
so on). If you get it right, the cauldron 
will spit out a blast of energy which 
will stun Ursula and let you bash her 



Activate your brand-new Mermaid 
Kick ability and then use it to swim 
against the current in the Calm 
Depths. Ursula is on the other end, 
and she’s grown a bit. Conserve 
your magic, attack her from the 
side or rear, and keep a steely eye 
on your party’s life gauges. Attacking 
her while she’s spouting off some 
trash talk is a smart idea. 



If you head toward the right side of 
town, you'll run into Jack Skellington, 
the hero of this world and a very 
nice man to have in your party. 



Go through the only open door in 
town to visit the Laboratory. Dr, 
Finkelstein asks you to go look for 
Sally, and the Heartless in town will 
finally start attacking you. 



After leaving the Lab, go left and en¬ 
ter the opening on the left side (past 
the gate). Defeat all the Heartless in 
the Graveyard beyond, and then re¬ 
turn to the Laboratory to report to 
Dr. Finkelstein. 
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Return to the Graveyard and use the 
coffin to enter the Boneyard. Solve 
the simple puzzle (just examine the 
coffins in the order that the ghosts 
appeared) and return to the Labora¬ 
tory once more. Lock, Shock, and Bar¬ 
rel (a bratty group of kids working 
for Oogie Boogie) stole the heart Dr. 
Finkelstein was working on. Oh, dear. 



Take the door near the pumpkin in 
the Boneyard to reach Moonlight Hill. 
Examine the gravestone behind the 
hill to uncurl it, and you can gain ac¬ 
cess to Oogie’s Manor. 



Cast Fire on the platform inside the 
Manor and use it to go up to the 
house itself. Make your way across 
the wending path, all the way up to 
the Evil Playroom, and defeat the 
three kids inside. 





















Hit the lever in the Playroom and 
make your way back to the front 
door area. Enter the shed that’s to 
the left of the main entrance; when 
you do, it drops you by the sinister 
green door that leads to Oogie 
Boogie himself. 



To beat Oogie Boogie, you have to get 
near him, and you can’t do that until 
you press the button that’s closest to 
his current physical position. The but¬ 
tons aren’t always pressable, though, 
so use the post in the center as a 
shield against Oogie’s buzzsaw until 
they’re available for pressing. 



After Oogie is defeated, he fuses with 
his Manor to form a gigantic mutant 
creature. It’s not as tough as it seems— 
just traverse your way around the 
Manor path as usual and destroy the 
glowing purple orbs dotted around 
the house. Some orbs are in rather 
inconvenient places. Just be careful 
with your jumps and you should 





Once you meet Peter Pan and Tinker- 
bell, take the door in front of you to 
leave the Ship’s Hold. 


Hop down the hole in the floor here 
and climb up the ladder on the other 
side.. Go up the ladder and through 
the door on the right (opposite from 
the yellow Trinity Mark). 



Once the cut-scene has finished, jump 
up onto the shelf and out of the room 
to the left. Activate the green trinity 
Mark to reveal a ladder and climb it 
to the Captain’S Cabin. 



Now you must fight your shadow, 
which is simple enough until he 
starts splitting into three separate 
shadows. Make sure to activate your 
Scan ability here. Once it’s on you 
can tell the difference between! the 
fake shadows and the real one (the 
fake enemies have tiny HP gauges). 



After the shadow is taken care of, de¬ 
scend the trap door to find Wendy 
and Kairi. Peter will leave your party 
at this point (if you had him as a 
member). Enter the door by the save 
point, then take the next door on 
the right and climb up the ladder to 
the Captain’s Cabin again. 


Go through the exit by the trap door 
to enter the deck where Captain 
Hook has an army of Heartless wait¬ 
ing for you. You can fly during this 
battle; tap x twice to switch be¬ 
tween flying and walking (the con¬ 
trols in midair are the same as they 
are underwater). 



Once all the Heartless pirates are 
gone, it’s time for Hook to make his 
debut. Use your air advantage to 
stick-and-move the Captain, avoiding 
his sword attacks and casting Fire to 
keep him from killing off your fellow 
party members. He has very power¬ 
ful offense, but fortunately it's rela¬ 
tively simple to avoid his moves. 



And that’s it. All you have to do now 
is fix the clock face on Big Ben that 
doesn’t read midnight by hitting it a 
few times. 

HOLLOW BAfTION 

Before you can go to Hollow Bastion, 
you need to find a way to get there. 
Duck back to Traverse Town and get 
Cid to install your new Navi Gummi. 
After he's done, warp back to Never- 
land and head for the unmarked area 
to the right 



Once you arrive, work your .way up 
the platforms and to the structure at 


the top. If you haven’t activated Glide 
yet, you should—it makes this sec¬ 
tion much less frustrating. After a 
cut-scene, you lose your Keyblade 
and Beast will join you temporarily. 



Look around the platform you’re on 
until you see an accessible platform 
slightly above you (nearby the two 
columns). Climb on it and head for 
the exit at the top—an elevator will 
appear and take you to Hollow Bas- 




Unfortunately, the front door to the 
castle is locked, so your first task is 
to find some way to open it. Take 
the right-hand path here past the 
unlocked gates and to an elevator 
that takes you down to some caves. 
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Since you’re bereft of your Keyblade 
for the moment, you must either use 
magic to defeat the enemies here or 
simply let Beast handle them for you. 
Either way, jump into the left bubble 
to access some switches and 


an item or two, then take the right 
one (the one by the surface) to 
proceed into the Waterway, 



You find yourself by a save point and 
some iron bars. Examine the bars to 
have Beast smash them up for you 
and take the bubble that lies beyond 



























Now that the rest of the library is 
open, go up the stairs and take the 
brown book off the desk. Go to the 
shelf near the double doors, remove 
the green book from it, and put the 
brown book in its place to open up 
a switch. Press the switch, which un¬ 
locks the doors to the Entrance Hall, 
You can find some items by taking all 
the loose books and bringing them 
back to their correct shelves, but it’s 
an optional ask. 


The next room requires you to find 
four emblem pieces to open the 
locked door in the Entrance Hall. 
Start by casting whatever Thunder 
spell you have on the small tablet 
with the thunderbolt motif; this 
activates a platform to take you 
between the hall’s two floors. 


Use your Fire spell to light all of the 
unlit candles lining the second-floor 
hailway; once you do. the blue emblem 


Here, all you have to do is examine 
each stone as you run into it. Head 
left from the room entrance to find 
the first one, which rotates two of 
the walls 90 degrees. Go down the 
new passageway to find the second 
stone, which moves the two walls a 
bit, then hang a right to find the third 
stone. Proceed on to find a stone on 
the ground, then jump up to the bub¬ 
ble above you. 


In the next room, examine the stone 
to activate a platform. On the upper 
level is one more stone; push it to 
unlock the castle door. 

.Now you just have to get back to 

the castle’s front door. Activate the 
two wall-mounted stones to get out 
of the switch maze, and the rest of 
the way should be straightforward. 


Once inside the castle, the first order 
of business f» fending off Riku. Magic 
has no effect on him, so simply smash 
away, using Dodge Roll or Guard to 
escape his physical attacks. Riku is es¬ 
pecially vulnerable right after landing 
from a jump, so if you’re a wuss, stay 
clear until he takes off. 


piece appears in the center. Return 
to the hallway and use the Red Trinity 
Mark by the horse-head statue to push 
it off the edge, revealing the green 
emblem piece. 

Use your Keyblade to destroy 
the two vases on either side of this 
statue—it coughs up the red em¬ 
blem piece for your trouble. Finally, 
slide the last statue on the second 
floor (the one with nothing next to 
it) to find another red emblem piece. 



Once that’s all done, go to the door 
with the Heartless emblem on the 
first floor and use all of your emblem 
pieces on it. If you do, you’ll see a 
cut-scene and open up the path to 
the Lift Stop. 



Now that you’re back outside, go 
down the new path and examine the 
blue crystal you run into. Get on 
the moving platform and take it to 
another section; once there, ascend 
the stairs and use another crystal to 
activate the large platform next to it. 
Note that you must defeat all enemies 
that are nearby before you can acti¬ 
vate the crystals. 

On the platform, defeat all the 
Heartless that appear and examine 
the orange crystal in the center 
when you’re done. The platform 
leads you to another Uft Stop; ex¬ 
amine the blue crystal inside and take 
the elevator up to the Great Crest. 



Flip the blue crystal to your left and 
then examine the orange crystal in 
the corner. You should lower the 
right half of the Crest. Once that’s 
done, enter the exit by the blue 


crystal and proceed across the cor¬ 
ridor to the High Tower. 



Examine the orange crystal here and 
the other half of the Crest lowers, 
opening up a new pathway. Jump on 
top of the Crest and make your way 
to the doorway beyond. You appear 
at the Lift Stop one more time; head 
down the corridor and go face-to- 
face with Maleficent. 



The evil witch’s first attack isn’t so 
difficult. She likes to float around on 
a magical platform of sorts; you can 
make it crash to earth simply by 
whacking it a few times. After that, 
she’s a piece of cake. Just lock-on 
and beat her to submission, letting 
your party take care of the Heartless 
she throws out. 



Maleficent’s second form—a large, 
black dragon—is much trickier.. .un¬ 
til you realize the secret Hebe’s the 
incredibly difficult way to defeat it: 
Go right up and attack its head, using 
Aero to reduce damage and staying 
close to the dragon’s body during its 
fire attacks. 



Now here’s an easy way to defeat it: 
Find this safe spot, hidden among the 
tree roots that line the walls here, 
and camp out until the rest of your 
























party kills the dragon for you. The 
root here protects you from almost 
every attack the dragon throws at 
you. So simple, it almost hurts. 



Save your game, restock your items, 
and go through the newly opened 
passageway to fight Riku once more. 
He’s quite a bit tougher this time, 
and you don’t have your party by 
your side. 



This one-on-one duel can be made 
a bit simpler through ample use of 
your Guard ability (make sure it’s 
activated before the battle). When¬ 
ever Riku makes a move towards 
Sora, press the □ button—more 
often than not, you should deflect 
his attack and be in perfect position 
for a counter combo. You’ll avoid the 
brunt of his magic if you glide around 
while he’s casting it. Again, magic 
doesn’t work on him, so save it all 
for Cure spells. 



After a lengthy cut-scene, you’re 
transformed into a Heartless. Make 
your way out of the Hollow Bastion— 
most of the moving platforms don't 
work anymore, so feel free to jump 
off the side of the castle when you’re 
stuck. You can find the rest of your 
companions back at the Entrance 
Hall; approach them and return 
to normal. 

TRAVrme town 

Your merry crew retreats to Traverse 
Town, where you discuss how to deal 
with the Heartless. You need another 
Navi Gummi to get back to Hollow 
Bastion; talk to Cid and he shows 
you where it is. 


: 


Go down to the underground part of 
the Second District—you can access 
it either through the alleyway behind 
the hotel or via Merlin’s house—and 
approach the sun mural located in the 
corner. You then find the needed Navi 
and receive a new keychain weapon 
from Kairi. 

If you talk to Cid again, he’ll install 
the Navi into your ship. Prepare your 
party for the battle ahead and pilot 
the ship into the new warp hole to 
it Hollow Bastion. 


huge chunk of Sora’s HP, so watch 
your HP gauge and try not to : 
one place too long. 



The BehemottiS.only vulnerable spot 
is the spike OB top of his head. It’s 
most easily accessed by climbing up 
the boss's rear end and jumping 
his back, giving you a pretty clear 
shot at the horn. You’ll get knocked 
off now and again by his lightning at¬ 
tacks, but it’s not too hard to climb 
back on again. 


your way down the Crevassel|j 
and jump down the hole in the bot¬ 
tom. You’re faced with a series of 
pillars; each pink one leads to a Disney- * 
themed world. This is optional—,1 
beat all the spawning enemies in each \ 
world, and you should get a special 1 
at the end. If you can’t be both- 
:just ignore the pink pillars and ■ 



Make your way to the castle as you 
did before. Your ultimate goal is the 
Castle Chapel (the place where you 
fought Maleficent earlier). 



The first part of this world, as you 
can see, is a little sparse. The object 
here is to follow the floating rocks 
and visit every treasure chest in the 
region. The chests contain some very 
powerful stuff—Defense Ups and 
such—but if you approach them, 
you’ll be warped away. 

Each battle contains a set of Invisi¬ 
bles, the toughest non-boss enemy in 
the game. They deal physical and 
magical damage mercilessly when left 
alone, so don’t give them a moment 
to escape your own combo moves. 



to all the princesses in the 
jel and then go through the dark 
ageway by the save point once 
i. Pass through the corridor and 
go up to the Key to All Worlds 


e Dark Depths. 


pay a 


• - * 



Since you’re airborne, you can’t use 
Guard or Dodge Roll at all—a major 
headache when he starts blowing fire 
all over the place. As a result, there's 
not much of a secret here—stay in 
the monster*face, keep your MP 
and energy up, and slash him until he 
of energy. 


You fight the Behemoth, who’s a lot 
more cute 'n cuddly here than in his 
Final Fantasy appearances. He’s pretty 
slow, but all of his attacks take off a 


After getting all the treasure, make 
your way through the invisible barri¬ 
ers and into the vortex. You must 
fight another Behemoth or two along 
the way, so the same strategy applies 
as before. They don’t have as much 
HP as the one in Hollow Bastion, and 
you should be strong enough by now 
to not be completely overwhelmed 
by their attacks. IgH 



Head down the volcano once the de¬ 
mon is defeated. After a few rooms 
full of Heartless (and another Behe¬ 
moth), you arrive at the Final Rest— 
the last save point of the game. If you 
want to see the secret ending movie, 
make sure you’ve met all the condi¬ 
tions before entering the double 



























doors to the right. Time to break 
out those Megalixirs! 


THE FINAL BATTLE 



The fun begins with you, Donald, and 
Goofy fighting Ansem on Destiny Is¬ 
land. He’s got an annoyingly quick 
Heartless protecting him, but overall 
he’s no match for your airborne 
combos. It may be a good idea to 
have one of your friends use Elixirs 
or Potions on you during this battle 
so you can save your own for later. 



Round 2 pits Sora against a Darkside, 
the guy you fought way back at the 
beginning. He’s a bit stronger, but his 
strategy hasn’t changed a bit, making 
him a pushover. 



Next, Ansem returns for another 
go—but this time you’re alone, and 
he’s learned a few irritating new 
tricks, including a painful magic at¬ 
tack like the one Cerberus used in 
Olympus Coliseum. Use Glide or— 
preferably:—Dodge Roll to evade 
Ansem when he’s unleashing all this 
flak, then go all-out on him when 
he’s standing still. The Ragnarok 
ability can be devastating here. 



Now look at Ansem—he’s fused 
with a giant demonic airship. Fortu¬ 


nately, this is much easier than the 
previous fight. Cast Aero, fly up 
to him, and simply whack away. Sec¬ 
ond Chance is also handy here—it 
gives you a few extra seconds to 
cure yourself before you run out of 
hit points. 

After that’s over, you must cut 
your way through three dark zones 
full of Heartless. You’re automatically 
thrown into the first one; head for 
the portal near the base of the air¬ 
ship for the second one and defeat 
the demon face at the front for 
the third one. When you do, you’ll 
be reunited with both Donald and 
Goofy afterward. 



Once back on the airship, knock out 
the frowny faced thingy in the center. 
Ansem returns for the really, really 
final battle. The tactics here are ex¬ 
actly the same as before—Aero-ize 
yourself, Cure when necessary, and 
just slap the bejeezus out of the guy. 
Whew! That was quite a marathon. 

EXTRA* • 


THE 99 DALMATIAN* 



Pongo and Perdita, the two heroes 
of 101 Dalmatians (unless you count 
Cruella de Vil), have managed to mis¬ 
place all 99 of their puppies. They’ve 
been locked up in 33 treasure chests 
apd strewn throughout the game 
world. Finding them nets you all sorts 
of cool stuff, including rare synthesis 
items and an Ansem Report. If you’re 
intent on getting them all (and you 
should be), look at this Dalmatian 
list, complete with explanatory 
screenshots for the tough ones: 

1-3: Traverse Town, Third District 
(behind Merlin’s house) 

4-6: Traverse Town, Second District 
(in a Red Trinity Mark located in the 
Alleyway) 

7-9: Traverse Town, First District (in 
the Item Workshop) 

10-12: Traverse Town, Secret Water¬ 
way (in a Red Trinity Mark located 
near the stairs) 


13-15: Wonderland, Queen’s Castle 
16-18: Wonderland, Lotus Forest (in 
the treetops) 



19-21: Wonderland, Tea Party Garden 
(on top of the bushes; use Glide in 
the Lotus Forest to access the cor¬ 


rect exit) 

22-24: Olympus Coliseum, Entrance 
(in a Blue Trinity Mark) 

25-27: Deep Jungle, Hippos’ Lagoon 
(jump across to the end) 

28-30: Deep Jungle (near where you 
begin the world) 

31-33: Deep Jungle, Climbing Trees 
(in a Blue Trinity Mark near the exit) 



34-36: Deep Jungle, Camp (in an 
easily overlooked Blue Trinity Mark 
near the entrance) 

37-39: Agrabah (in Aladdin’s House) 
40-42: Halloween Town, Bridge (by 
the river) 

43-45: Neverland, Tower (nearby the 


55-57: Monstro, Chamber 3 (near 
the exit to Chamber 6) 



58-60: Wonderland, Queen’s Castle 
(head to the second Bizarre Room 
and use the faucet to open a path to 
the chest) 

61-63: Hollow Bastion, Grand Hall 
(after you have defeated Riku for 
the second time) 



64-66: Halloween Town (use the 
Christmas tree-shaped door by the 
Moonlight Hill to access) 
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49-51: Agrabah, Cave of Wonders 
(on a column in the first area; use 
Glide to access) 

52-54: Agrabah, Cave of Wonders 
(use Aladdin to activate a crystal in 
the treasure room) 

























76-78: Monstro, Chamber 3 (on top 
of the high platforms) 

79-81: Monstro, Chamber 5 (on a 
barrel near the exit to Chamber 3) 



82-84: Neverland, Ship Hold (on a 
well-hidden shelf) 

85-87: Neverland, Ship Hold (in a 
Yellow Trinity Mark) 

88-90: Neverland, Captain’s Cabin 
(on the bed) 

91-93: Hollow Bastion, Rising Falls 
(enter a bubble to access) 


Throughout the course of the game, 
Phil holds four different tournaments 
at Olympus Coliseum. The first one, 
the Phil Cup, can be played right after 
you defeat Cerberus at Olympus; 
Chip and Dale let you know when 
the others are available. Each tourna¬ 
ment can be completed three ways: 
with your party, by yourself, or with 
your party in a special time-attack 
mode. You get a different item each 
way, and sometimes you even get 
items by defeating certain opponents 
during tournaments. 




94-96: Hollow Bastion, outside the 
castle (activate the red crystal to ac¬ 
tivate the platform leading to it; use a 
Gravity spell to bring it down) 

97-99: Hollow Bastion, Great Crest 
(use a Gravity spell to bring it down) 



Go to the Dalmatians’ house in the 
Second District of Traverse Town to 
get your rewards for finding the pup¬ 
pies. Once you find them all, you get 
the Aeroga magic, which is indispen¬ 
sable for the final battle. 



The final battle pits you against Leon 
(Squall) and Yuffie...at the same time. 
Concentrate on Yuffie first, since 
she's easier to deal with and tends to 
get in the way while you're fighting 
Leon. Once you’ve got her in a 
corner, she’s done for. 



The Phil Cup is your first t 
and as such it’s mostly a walk in the 
park. You won’t run into any enemies 
you haven’t seen before; the only real 
worry here is the assorted Guard 
Armor parts that appear in three of 
the battles. Take care of them before 
the other enemies in each round to 
save yourself some wasted hit points. 

Completing the Phil Cup upgrades 
your Gravity magic to Gravira. You 
may also want to time-attack this 
tournament later on to get an AP Up. 

<9 BATTLE** 


Once Yuffie’s out of the picture, con¬ 
centrate your full attention on Leon. 
You’ll take too much damage if you 
stick close to him all the time; try 
to attack him immediately after he 
finishes his own attack. Fight conser¬ 
vatively, switching between offense 
and defense, and you should make it 
to the end alive. 

mode earns you the Strike Raid abil¬ 
ity, letting you throw your Keyblade 
at enemies. 



The Hercules Cup can be extremely 
tricky if you’re still low-level—it’s 
mostly filled with Halloween Town and 
Neverland-based Heartless. There are 
two major battles of note here: one 
against a powered-up Cloud, and the 
final round against Hercules himself. 


The Pegasus Cup is more of a pain, 
thanks to all the Agrabah-based ene¬ 
mies that appear. You must deal with 
a lot of the game's first two “fat” en¬ 
emies—the Fat Bandit and the Large 
Body—both of which take forever 
and a day to knock out. Don’t be 
afraid to let Donald and/or Goofy 
take the Fat Bandit’s charge attacks 
for you, and attack the Large Body 
from the rear while he breathes fire. 



Wait for Cloud to stop thrusting all 
over the arena before you start to 


attack him—it’s too tough to deflect 
him during this barrage. 



After a little while, he switches tac¬ 
tics and starts flying around. This is 
actually easier than his first attack— 
simply use Glide to fly in the air with 
him. Fortunately, his sword moves 
here are easily deflectable, so feel 
free to whale away. 



Hercules is a walk in the park com¬ 
pared to Cloud. Use the handy barrels 
to knock him out when he’s invincible 
(yellow), then use the offense of your 
choice to attack him. His spinning- 
sword attack is easily avoided by us¬ 
ing Glide. 

Winning this battle in team mode 
earns you the Yellow Trinity power, 
which lets you uncover the Olympus 
world keyhole in the Lobby. 


IIABET CUP «*»9 BATTLE** 



Oh, no! Not only is the Hades Cup 
over five times larger than the other 
tournaments, but it’s also packed with 
world bosses and seemingly infinite 
numbers of smaller enemies. 



You'd best not attempt the Hades 
Cup until you're at least level 50 or 
so—if you do, you’ll have trouble 
surviving more than a few rounds at 





































a time. Fortunately, you don’t have to 
restart at the beginning if you die — 
you’ll just be taken back to the near¬ 
est seed that’s a multiple of 10 (40 th , 
30 th , and so on). 
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Have you ev 

er wondered which Play- 


If this Cloud/Leon match-up is any 
indication, Cloud’s the clear winner, 
thanks to the range of his attacks. 
Take care of Leon first (his tactics 
haven't changed a bit), then whip 
Cloud with Ars Arcanum or your 
own favorite ability. No matter what 
you do, make sure to defeat one be¬ 
fore tackling the other—otherwise, 
you may be overwhelmed. 



Hades is the 10 th seed of his own 
tournament,) and he can be enor¬ 
mously frustrating if you forget to 
cure at regular intervals. Most of his 
basic attacks shouldn’t be anything 
new to you—it’s just that he’s got so 
much HP and defense that the fight 
can easily turn into a war of attrition 
if you're not careful. 



The Lord of Darkness’s most worri¬ 
some attack is a fire windmill he un¬ 
leashes at the center of the arena. 
When you see him approaching the 
center, get near him and try to run 
with the twin tendrils of fire-—you 
can’t jump over them, so this is the 
only way to avoid damage. Keep the 
camera behind you at all times to 
make this easier. 








After all that pain, the Rock Titan at 
the very end is a pushover. Just slash 
away at its feet until it bends down, 
then climb up and attack its head 
until it’s gone. 

Winning in team mode earns you 
the Trinity Limit ability; finishing the 
solo and timed modes gets you two 
very good weapons for both Donald 
and Goofy. 

IIIPPPH BOWW _ 


There are four hidden bosses in King¬ 
dom Hearts. One gives you a very 
useful magic spell, while the other 
three are for prestige only. You can 
fight the first one by visiting Tinker- 
bell in the Ship’s Cabin after finishing 
Neverland. 


This guy, simply called Phantom, has 
a Death Sentence-like spell that kills 
off your party after a certain amount 
of time—cast Stop on a clock face 
to delay it temporarily. To hurt the 
boss, note his current color: cast 
Thunder if yellow. Fire if red, Bliz¬ 
zard if blue, and use regular physical 
attacks if he’s anything else. 

Beating him earns you Stopga, 
ikely be your last “ga” 
you’ve got them all, 
s one mofeflndilHBi. 


The other three optional bosses are 
all exclusive to the U.S. version of 
Kingdom Hearts. Beating them takes 
extreme patience—don’t expect to 
put a dent in any of them until you’re 
at least level 60. 

The first one, Sephiroth, is un¬ 
locked by finishing the Hercules Cup 
in the Olympus Coliseum. He’s essen¬ 
tially a staggeringly powerful version 
of Cloud...with a dash of scathing 
magic on the side. Equip Second 
Chance, keep Aero on at all times, 
and use every offensive ability in 
the book. When in doubt, level up 


You can fight the Ice Titan after fin¬ 
ishing the Hades Cup. His only vul¬ 
nerable spot is his face, and the only 
way you can hit it is by blocking the 
ice shards he throws at you, deflect¬ 
ing them back upward. It’s not nearly 
as difficult as it looks, making this 
battle a great way to stock up on ex¬ 
perience if you’re aiming for level 99. 


Finally, Kurt Zisa can be accessed by 
going to Aladdin’s House after finish¬ 
ing Hollow Bastion and talking to his 
carpet. Kurt has two forms: one 
where he throws slashing blades at 
you and another where he floats 
around in a bubble and drops sta¬ 
tionary fireballs. The first form’s the 
moving at all times to 
3id getting hit—but the second 
:’s easy if you can make him run 
the fireballs he throws out. 


EECRET ENGINE 

If you want to view the “Special 
Secret” movie after beating the 
game, you must complete the fol¬ 
lowing tasks listed below: 

• Collect all 99 Dalmatian puppies. 

• Win all Olympus Coliseum touma- 

• Lock the keyhole in every world, 
including Olympus Coliseum and the 
100 Acre Wood. 


Before you can lock Winnie the 
Pooh’s world, you first must find all 
of the torn pages from the book he 
lives in. Here’s where to find them: 

• Traverse Town, as a reward for 
finding the Dalmatian puppies 

• Agrabah, in the Cave of Wonders 
(near the save point) 

• Monstro, high up in Chamber 6 

• Atlantica, in Ariel’s Grotto 

• Halloween Town, on a bookshelf in 
the Laboratory 


Once you’ve got them all, simply visit 
each location in the book and com¬ 
plete the mini-games inside. They’re 
all pretty simple, and the keyhole 
is locked once you're done. 
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SIXTEEN THINGS 
YOU NEEV TO 
KNOW ABOUT.. 

ONIMUSHA 2 IS LOADED 
WITH TOUGH SPOTS AND 
NONLINEAR GAMEPLAY. IN 


THIS PROSTRATEGY GUIDE/ _ 

WE SHOW YOU HOW TO GET (PE) PH 
PAST THE DIFFICULT AREAS/ W M 
INCLUDING HOW TO SOLVE 
PUZZLES AND DEFEAT THE 
FINAL BOSSES. 


Note: This ProStrategy Guide applies to the game 
as if it were played on the Normal difficulty level. 

1. COMBOS 

You can defeat almost any enemy in Onimusha 2 by slashing it repeatedly so 
that it stays on its feet. You can execute an increasing number of multi-hit 
combos as you gain more abilities during the game. 

"DANCING SLASH" 

Here’s an example of a five-hit combo that you can perform with Buraitou 
(at Level 3 with the Buraitou Secret). You can execute different combos with 


2. WEAPON CHARGING 



You can charge any equipped weapon 
by holding RI. A charged weapon in¬ 
flicts more damage than an uncharged 
one. Each weapon can be charged the 
same number of times as the weapon 
level (for example, if Buraitou is at 
Level 3, the weapon can be charged 
up to three levels). 





much of a chance of hitting an enemy, 
it is a flashy way to deflect an other¬ 
wise blockable attack. 


Magic Attack/ 


H. A WORD 

ABOUT BOSSES 


Absorb! 


Change Direction 


Most boss battles in Onimusl 
low a particular pattern. No 


how much damage that you inflict on 
a boss character, you can't defeat him 
until your life meter drops below the 
halfway point and flashes red. 



At that point, any one of the sub¬ 
characters arrives to help you defeat 
the boss. During any boss fight, con¬ 
serve your magic until your partner 
arrives and then unleash Magic At¬ 
tacks and go in for the kill. Once a 
boss is defeated, immediately hold O 
to absorb any souls that are released. 

5. SHOW ME 


THE MONET 



At the start of the game, after you 
get Buraitou, you can collect money 
by defeating Oda soldiers along the 
forest path that leads to the Gold 
Mine. Be sure to earn a lot of money 
here, so you can go to the shop in 
Imasho Town and purchase all the 
items that are for sale. 


GAMEPRO GREATEST STRATEGIES 
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6. GIFU KBBP TOWBR 



The Bronze Mask (Left) is a tough 
item to find if you don’t pay close 

in the Gifu Keep Tower. To get the 
item, take the Purify Charm to the 
ninja ghost. The Charm can be found 
in the room with the magically sealed 
door (where “you can see ground 
shaking inside"). Once you have the 
Charm, take it to the ghost and you’ll 
get the Bronze Mask (Left) as a re¬ 
turn gift. 


7. YAGYU V1UAGB 



When you reach the booby trap in 
the Underground Passage at Yagyu 
Village, you can get past the rotating 
blades by dangling off the ledge of 
the spike-filled pit. Just run toward 
the pit and you automatically jump 
to the other side and dangle from 
the opposite ledge. After the spin¬ 
ning blades pass overhead, press T 
to pull yourself onto the ledge. 


8. FOG VAUBY 



After you fight Jujudormah, make 
sure that your health and magic are 
maxed out befcause once you enter 
the north cave and trigger the gas 
trap, you cannot go back (the trap 
is triggered when you walk to the 
north of the treasure box that con¬ 
tains a Green Herb). Use the save 
point just outside the room where 
you fought Jujudormah, make sure 
Senpumaru is at its maximum level 
(Level 3), and make sure that your 
health is also at its maximum before 
you run through the cave. 



health slowly drops (because of the 
gas) until you reach the opening at 
the north end of the cave. 


ROCKY CAVERN 1 



After the cinema sequence, you ar¬ 
rive at an underground cave with a 
save point and treasure chest. Take 
the treasure, but don’t use the save 
point unless you make a new slot 
for it on your memory card. The 
only way out of the cave leads to 
the third battle with Gogandantess 
(see “Gogandantess Encounters” 
elsewhere in this ProStrategy Guide). 

9. OYU AT 


FOG BRIOGB 



First off, get Gra.dius from the treas¬ 
ure chest on Fog Bridge and equip 
the weapon. 



The first monster is no problem to 
defeat. When it arrives onscreen, 
start hacking away with secret at¬ 
tacks and block when needed. 



The second monster is meaner, 
stronger, tougher, and uglier than its 
predecessor. To defeat this bad boy, 
move in close to it, slash it twice, 
and then throw a dagger by tapping 
L2. Limit yourself to two or three 
slashes at a time, then use a dagger 
to keep the monster off balance. Un¬ 
like the first monster that you face 
in this cave, attacks from the second 
one cannot be blocked, so when it 
winds up with its huge axe, throw a 
dagger to interrupt the attack. 

70. GOGANOANTBSS 


BNCOUNTBRS 



You fight Gogandantess three times— 
however, he cannot be defeated until 
the third duel, so don’t waste any 
magic or health items. Here’s how 
to drive him away during your first 
two encounters and defeat him dur¬ 
ing the last one. 


GIFU KEEP TOWER 



just fight him long enough until you can 
escape. Mercilessly keep poking at Go¬ 
gandantess with Buraitou In order to 
keep him off balance. Eventually Oyu 
arrives and leads you out of the pit 


ONI'S PLAQE #1 



than the first one. At the start of the 
fight, equip Senpumaru and unleash a 
magic attack each time that Gogan¬ 
dantess gets close to you. 



Once you've emptied Senpumaru’s 
magic supply, switch to Hyoujin-Yari 
and pummel Gogandantess with that 
weapon’s secret attacks. It’s best to 
keep Gogandantess cornered. Keep 
the pressure up and the fight should 
automatically end after you inflict a 
certain number of hits. 


ONI'S PLACE #3 



At the start of the third—and final— 
fight against Gogandantess, use the 
Sacred Flute to destroy his annoying 
magic shield. 



Once Gogandantess’ shield is gone, 
switch to Hyoujin-Yari and use its 
secret attacks. Cycle in magic attacks 
from other weapons, too. When 
Gogandantess is defeated, you get 
the Respect Orb. 

11. FANS ANO 


BIBVATORS 



To activate the elevators in Oni’s 
Place, execute a Senpumaru magic 
attack while standing underneath 
the nearby ceiling fan. 
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12. PHANTOM REALMS 13. LOCKED BOXES 


YAGYU VILLAGE 
(POWER JEWEL) 


GIFU CASTLE EAST 
(DOKOUTSUI SECRET) 


Press I, 2. 


Press 1,2, 3, 4, 5,6. 


Warlords, these realms are room 
after room of monsters that get prc 
gressively tougher as you proceed 


FOG VALLEY 
(SENPUMARU SECRET) 


DEMON CAVE 
(POWER JEWEL) 


61 GOLD MINE 

GREEN PHANTOM REALM (BURAITOU SECRET) 




ONI'S PLACE #3 
(MAGIC JEWEL) 















1H. NUMBER PUZZLES 



Onimusha 2 that must be solved in 
order to complete the game. Here 
are the solutions for both of them. 

GIFU KEEP TOWER 
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ONl'S PLACE #2 
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Actually, this puzzle isn’t so tough to 
solve—simply input the numbers 
from lowest to highest, left to right, 
on each row. 

15. THE FINAL BATTLE 
* SPOILER ALERT.7 * 

The following information may contain 
spoilers, so read it at your own risk. 



The final battle against Nobunaga is 
frustrating and time-consuming. Be¬ 
fore you enter the last room, make 
sure your health and magic meters 
are filled to their respective capaci¬ 
ties. If they aren’t, you can re-supply 
them by defeating enemies in nearby 
areas and absorbing their energies. 







Make sure that you have collected 
four Purple Souls because sometime 
during the fight a fifth Purple Soul 
will be released; when it is, absorb it, 
and then hammer away at Nobunaga 
with magic attacks while you’re 
briefly transformed. 


At the start of the fight, equip the 
Senpumaru or Hyoujin-Yari and re¬ 
lentlessly hammer away at Nobunaga, 
pushing him into a corner. If you keep 
the pressure on Nobunaga, he won't 
have a chance to strike back. Occa¬ 
sionally hit him with a Magic Attack. 


Nobunaga's second attack pattern is to 
fly high in the air and unleash lightning 
blasts and tornadoes. These attacks 
cannot be blocked, only avoided. The 
lightning attacks have a telltale white 
spot that appears on the ground—- 
that's where the lightning strikes, so 
don’t stand on that spot. 


The tornadoes are deadlier than 
lightning because they strike multiple 
times. When Nobunaga unleashes 
these, run away from them in a 
zigzag pattern because these things 
like to come directly at you. 


In the first part of the battle, there 
are four Nobunaga attacks to watch 
for; laser blasts, flame breath, ground 
spikes, and fireballs. The first three 
attacks cannot be blocked and must 
be dodged; the last one can be 
blocked or shot out of the air 
before it reaches its target. 


After you inflict enough damage on 
Nobunaga, he flies over to the ped¬ 
estal at the end of the room. You 
cannot inflict damage on Nobunaga 
while he’s down on one knee, so 
wait for him to rise—when he does, 
you can score a few hits. 


When you aren’t dodging lightning 
or tornadoes, nail Nobunaga with 
a magic attack from the Senpu¬ 
maru, or equip the Rekka-Ken 
and clock him with that weapon's 

15. THE " REAL" 

FINAL BATTLE 


The battle against Nobunaga’s ulti¬ 
mate form is an antidimactic war of 
attrition as Jubei’s swords have been 
replaced by laser blasts. The key to 
defeat Nobunaga is to fire away, 
and then move when he comes 
toward you. pt 



After Nobunaga’s leg armor is de¬ 
stroyed, focus your attacks on his 
head. At this point, Nobunaga adds 
a new attack to his arsenal—flying 
heads. You can destroy the flying 
nuisances if you shoot 
them enough times. 
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0S Golden Bolt: 

fM/m Collect these to 
pS purchase Gold 
Weapons at the 
two shops located in Gemlik 
Base and Novalis. 


★ Starting Point: 

This shows 
where Ratchet 
& Clank start 
when their spaceship first 


Secret Area: Any 

area that's shaded 
green designates a 
Secret Area, not 
visible on your map. 


where you 
an purchase 
ew weapons 


. HflVIhG TROUBLE FIMDIHG SOME OF THE 
^ BUDGETS, HEUPOnS, IHFOBOTS, OHO GOLD 
BOLTS IHIHSOMHIUCS LUTEST CUT-THIHG UNO 
ROBOT UDUEHTURE? HERE ORE MOPS OF HU 18 
LEVELS TO HELP VOU OUT ! 


Cinematics: Watch any Infobot < 
between-level story cinema. 

In-Level Movies: Watch any of I 
in-game, real-time cut-scenes. 


sear the cane 

Skill Points: Checklist with hints 
how to obtain all 30 Skill Points : 
well as what level in which you c; 
find them. 

Credits: You can watch the end 
credits again to applaud the fine 
folks at Insomniac. 


GOODIES MENU 


CET 15 SKIU POINTS 

with commentary text. 

CET SO SKILL POINTS 

Epilogue: A neat-o “whatever hap 




| After you beat the game once, a 
Goodies Menu will open up with 
nine different new options filled with 
cheats, cinemas, and all sorts of fun 
stuff. The first five are unlocked im¬ 
mediately; the rest (denoted by “?!??” 
in the menu) are available after you 
collect a certain amount of Skill 
Points or Gold Weapons. 


FIND DLL 
COLO HCOPONS 

Making of Video: Behind-the-scenes 
at Insomniac. 

Commercials: Three Ratchet & Clank 
TV spots, persuading you to purchase 
the game again after having beaten it 
repeatedly. 


Cheats: A toggle menu for all the 
cheats you've successfully entered, 
from mirrored maps to several differ¬ 
ent Big Head modes. 


Gold Weapons available are: Bomb 
Glove, Pyrocitor, Blaster, Glove of 
Doom, and Suck Cannon. 


COCO BOLTS HHD 
GOLD HEUPOHS 

There are 40 Gold Bolts hidden 
throughout Ratchet & Clank's 18 ex¬ 
pansive levels that can be used to 
purchase the 10 Gold Weapons in 
the game—assuming you can find 
the two hidden shops that sell them, 


SECOND SHOP 


To get to the top of the tower, use 
you wall jump technique until you 
reach a platform with an elevator. 
Ride the elevator to the top, and you 
should find a room where five Gold 
Weapons are on display for sale. 


Get past the first level, and you 
should arrive at Tobruk Crater in 
Novalis. Look for a teleport platform 
right next to your ship. 


FIRST SHOP 


The final five Gold Weapons aren’t 
available until you beat the game. 
When you do, you're presented with 
an option to start over or continue 
from just before the final battle. 
Choose “Start new game with cur¬ 
rent weapons and bolts”—when 
you do, an "Rl” icon appears next 
to the save slot where you save your 
new game denoting that you have 
beaten the final boss. 


The first Gold Weapon Shop can be 
found on Gemlik Base: Oltanis Orbit, 
at the top of the tall tower at the 
very end of the level near the space¬ 
ship hanger. 


The pad leads to a room selling all 10 
Gold Weapons—the final five are 
the Tesla Claw, Mine Glove, Morph- 
A-Ray, Decoy Glove, and Devastator. 


Each weapon costs 4 Gold Bolts and 
10,000 regular bolts. The first five 
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Swingshot 
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Magneboot! 
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Super Smash Bros. Melee 


Secrets of the Smash: Here’s how to unlock all 11 hidden characters- 
and as many hidden stages—in the popular GameCube slugfest. 


Super Smash Bros. Melee features 14 original characters and 11 hidden ones, for a grand total of 25. Several of the hidden 
characters can be unlocked in multiple ways—but here are the sure-fire methods to add them to your pantheon. 

Keep in mind that once you fulfill the requirements, you’ll still have to fight the character in a medium-difficulty one-on-one 
duel before it’s yours, so be sure to use a character you’re pretty proficient with before attempting to unlock these characters. 
And feel free to keep the difficulty set to Very Easy—no one will be the wise 

Jigglypuff identical to those of Captain Falcon, 

Jigglypuff is the first character you’ll although he’s a bit slower, 
probably unlock. Simply beat the Falco Lombardi 
Classic or Adventure Mode once |n order t0 un|ock Star Fox . s sur|y 

with any character on any difficulty compatriott you have to beat the 

setting and he s yours. 100-Man Melee. 

Marth 

Ahh, good ol'...Marth. You know... Hdjfl : 

Marth—from Fire Emblem. Just play 
one VS. match with each of 
the original 14 characters, and this 
indigo swordsman will appear. 

Dr. Mario _ 


number 2. (05:02.54 or 08:32.35, 
for example). 

A short movie will play showing 
Luigi stepping on Mario’s head... 


The “easiest” (note the quotes) way 
to unlock MewTwo is to clock a total 
“Combined VS. Play Time” of 20 
hours. Check the Data Melee 
Records Misc. Records menu to 
see where you stand. Plug in four 
controllers, set the battle type to 
Stock instead of Time, set all four 
characters as human, and select a 
level that doesn’t have any random 
obstacles, like Hyrule Temple. 

Then just let your game sit there 
for five hours. Go out to dinner 
and a movie, come back, and you’ve 
“earned’’ yourself a MewTwo. 

Mr. Game and Watch 


...and then you’ll fight against Luigi 
and Princess Peach atop the Princess’s 
castle. Win the battle, then beat Ad¬ 
venture Mode, and Luigi is yours. 

Pichu 


The easiest way is to choose Link 
and just use his regular (t A) attack. 
Or, if you’re feeling really cheap, just 
use Donkey Kong to slam the floor 
(<J» B) until everyone’s dead. 

Roy 

Ahh, good ol’...Roy. You know... 
Roy—from Fire Emblem. He’s basi¬ 
cally a Marth clone. Beat him as Marth 
in Classic Mode without dying and 
he’s yours. 

Luigi 


The Doctor is in the house. Beat 
Classic Mode as Mario without dying 
and he’s yours. Symptoms: All the 
same moves as Mario. Diagnosis: Fun. 

Young Link _ 


This scarify adorable thing is, not sur¬ 
prisingly, a Pikachu clone. Beat Event 
Match 37: Legendary Pokemon to add 
him/her/it to your Pokedex. 


This LCD blast frorfi the past is the 
last character you’ll get. Beat Classic 
Mode with all 24 other characters, 
and you can behold Mr. Game and 
Watch in all his poorly-animated 
monochrome glory! 


Beat Classic Mode with 10 different 
characters to open up this youthful 
clone of regular oP Link. 

Ganondort _ 


While Luigi shares some moves in 
common with Mario, he definitely has 
a personality of his own this time. 


In Event Match 37, forget about 
straightforward fighting tactics. 
Instead, make it your top priority 
to grab the Poke Balls before jiggly-*J 
puff does or else all is lost. ChoosP 
Samus and Screw Attack (t B) in¬ 
cessantly to cut through the crowd 
and make it to the Poke Balls first. 


To get him, play as any character in 
Adventure Mode. At the end of the 
first stage, jump over the pole just as 
the timer’s fourth digit shows the 


Unlock the insidious Ganondorf by 
defeating him in Event (Match 29: 
Triforce Gathering. His moves are 

































Hidden Stages _ 

Think 11 hidden characters is a lot? How about 11 hidden stages, most of 
which are a pain in the ass and not particularly worth the effort! 






Mushroom 


II 


Ah, scenic Subcon, the land of dreams, 
the 8-bit realm of King Wart. To open 
this Super Mario Brothers 2 flashback, 
get the Birdo Trophy one way or an¬ 
other. You may come across it ran¬ 
domly or, if you have lots of extra 
coins, try the Lottery. 

Past Stage: 

Kongo Jungle 

You’ve got to beat the 15-Minute 
Melee with any character in order to 
get this stage. Unfortunately, 15 min¬ 
utes is a lot longer than it sounds— 
especially when you’ve only got one 
life and any tiny mishap could send 
you careening to your doom. It’s 
easily one of the most patience- 
trying tasks in the game. 


Play 50 VS. Mode matches to open 
this Metroid-themed level. Every time 
Kraid comes around and swipes his 
claw, the level will rotate 90 degrees. 


Play 100 VS. Mode matches to open 
up Fourside, the alien-plagued metrop¬ 
olis from Earthbound. 

F-Zero Grand Prix: 

Big Blue _ 


Play 150 VS. Mode matches to open 
up Big Blue, a level where a high-speed 
F-Zero Race will be underway. 

Kanto Skies: Poke Floats 


So, when style and skill won't suffice... 
do it with Donkey Kong! Stand just 
under one of the two lower platforms, 
as shown above, to avoid as many 
wayward exploding items as possible, 
and slam the floor (hold 4< and tap B 
repeatedly) for 15 minutes straight. 
The only things you really need to 
watch out for are items that the wire¬ 
frame enemies may throw. 

Past Stage: 

Yoshi’s Island 
In Home Run Derby Mode, smack 
Mr. Sandbag over 1300 feet with any 
character and you’ll earn this blast 
from Yoshi’s past. 


Play 200 VS. Mode matches to open 
the super-surreal Poke Floats 
levejiwfcpre you fight 
on iop of countless 
Pokemon balloon- 
tilings in the middle 
of the stratosphere. 



The easiest way is to pick Roy. Don’t 
even bother picking up the bat. As 
soon as the timer starts, attack Mr. 
Sandbag with a Smash Attack (t A). 
As Mr. Sandbag hovers in the air, 
charge up another Smash Attack (t 
A) and release it before he hits the 
ground. Repeat once more, for a 
total of three times. Mr. Sandbag’s 
damage should now be over 50%. 
As Mr. Sandbag is dropping after the 
third time, charge B to its absolute 
fullest (it’s OK if Mr. Sandbag lands 
now) and wait for it ^automatically 
release. Try it a few times, you’ll get it. 

Past Stage: Dream Land 

You can’t get this Kirby throwback 
until you’ve earned all 25 characters. 
Once that’s done, you must then 
beat the Target Test with every char¬ 
acter, being sure to win each one in 
less than two minutes. If you beat a 
character's Target Test when you 
played it as a Classic Mode bonus 
level, then don’t worry about beating 
it again—that already counts! 



The Target Tests for the original 14 
characters are pretty straightforward; 
the ones for the II hidden charac¬ 
ters, however, are a pain in the ass, 
designed so you’ll have to utilize all 
your special moves and techniques 
in really “creative” ways. Some char¬ 
acters (like Young Link) can leap back 
and forth against walls—an invaluable 
tool to help you get up narrow verti¬ 
cal passageways. 


Superflat World: 
Flat Zone 



If you beat Classic Mode with Mr. 
Game and Watch under any difficulty 


mode then you’ll get this bizarre 
digital watch face level—it’s water 
resistant up to 50 meters. 

Battlefield 

To open up the Battlefield, first open 
up All-Star Mode by beating Classic 
Mode with all characters—hidden 
ones included—except Mr. Game 
and Watch. Now all you have to do 
is beat All-Star Mode once on any 
difficulty level. 



In All-Star Mode, you’ll fight every 
single character from the game using 
only one life. In between matches, 
you’ll return to a central “hub" with 
some health-restoring heart contain¬ 
ers. Save them for when you really 
need them, since that’s your entire 
supply for the whole game! 


Final Destination 



No platforms. No obstacles. No De¬ 
von Sawa psychically predicting air¬ 
plane crashes. Just you, your friends, 
a flat plane, and a trippy background. 
Beat all 51 Event Matches and the 
Final Destination is yours. 


Other 

Smashing Stuff 

























Here are cheats, codes, and passwords for the 
hottest PlayStation 2, Xbox, and GameCube titles. 


PlayStation 2 



At the Main Menu, select Pro-Career. Choose a 
new career and, at the Enter Name screen, enter 
any of the following codes as a name to unlock 
these cheats. If you entered the code correctly, 


you’ll automatically reti 

jrn to the Main Menu. 

All Tracks: 

WHATEXIT 

Expert Mode: 

ALLOUTAI 



At the Main Menu, select Profile Editor. At the 
Profile Editor screen, choose Unlock Items, and 
at the Unlock Items screen, pick Cheats. At the 
Enter Cheats screen, input the following codes to 
unlock the corresponding cheats. If you entered 
the code correctly, the name of the cheat will 
appear onscreen. 


1000 Profile Points: 

GIMMEPTS 


All ATVs: 

SHOWROOM 


All Championship Events: 

GOLDCUPS 

V 

All Equipment 

THREADS 


All Games: 

GAMEON 


All Tracks: 

TRLBLAZR 


Disable Wrecks: 

FLYPAPER 


Enable Aggressive A.I.: 

EATDIRT 


Unlock Everything 

IGIVEUP 


Unlock San Jacinto Isles: 

GABRIEL 




Invulnerability and Level Warp: During gameplay, 

simultaneously press and hold LI, R2, Left, A, 
and Start. If you entered the code correctly, a 
cheat menu will be displayed which will enable you 
to warp to another level or activate invulnerability. 



Alternate Outfits: At the Main Menu, enter any of 
the following codes to unlock alternate outfits for 
these riders. If you entered the code correctly, 
you will hear a sound. 

Colin Mackay: Press Up, Down, Right, Down, 
Up, Right, Right, Up, □. 

Dave Mirra: Press Up, Down, Up, Down, 
Right, Left, Up, Up, □. 


Joey Garcia: Press Up, Down, Up, Left, 
Down, Right, Down, Right, □. 

Leigh Ramsdell: Press Up, Down, Down, Left, 
Down, Down, Down, Left, □. 

Rick Moliterno: Press Up, Down, Up, Up, Up, 
Up, Left, Up, □. 

Ryan Nyquist: Press Up, Down, Down, Left, 
Down, Up, Up, Down, □. 

Tim Mirra: Press Up, Down, Right, Left, Left, 
Up, Down, Up, □. 

Todd Lyon: Press Up, Down, Down, Right, 
Up, Left, Left, Down, □. 

Troy McMurray: Press Up, Down, Left, Down, 
Right, Left, Up, Left, □. 

Zach Shaw: Press Up, Down, Left, Right, 
Down, Down, Right, Down, □. 

Cheats: At the Main Menu, enter any of the follow¬ 
ing codes to unlock these cheats. If you entered 
the code correctly, you will hear a sound. 

Unlock All Bikes: Press Up, Left, Down, Right, 
Down, Down, Right, Down, Down, Left, Q 
Unlock All Themes in Park Editor: At the Main 
Menu, press Up, Left, Down, Right, Down, 
Up, Down, Right, Left, Left, □. If you entered 
the code correctly, you will hear a sound. Select 
Park Editor, and all themes will be available. 

Unlock Amish Boy: Press Up, Left, Down, 
Right, Right, Left, Left, Down, Up, Left, □. 
Unlock Mike Dias: Press Up, Left, Down, 

Right, Right, Left, Up, Down, Up, Right, □. 
View FMV Sequences: At the Main Menu, enter 
any of the following codes to unlock the FMV 
sequences for the corresponding rider. If you en¬ 
tered the code correctly, you will hear a sound. 
Select Cool Stuff, then choose Movies, and the 
unlocked FMV sequences will be available. 

Colin Mackay: Press Left, Left, Right, Right, 
Down, Down, Right, Up, □. 

Dave Mirra: Press Left, Left, Up, Right, Up, 
Left, Up, Up, □. 

Kenan Harkin: Press Left, Left, Left, Left, 

Right, Right, Down, Down, CL 

Leigh Ramsdell: Press Left, Left, Down, 

Down, Left, Right, Down, Left, □. 


Mike Laird: Press Left, Left, Right, Up, Up, 
Right, Up, Right, □. 

Rick Moliterno: Press Left, Left, Up, Down, 
Right, Left, Left, Up, □. 

Ryan Nyquist: Press Left, Left, Down, Right, 
Down, Right, Up, Down, □. 

Scott Wirch: Press Left, Left, Right, Up, Up, 
Up, Left, Right, □. 

Tim Mirra: Press Left, Left, Right, Up, Down, 
Left, Down, Up, □. 

Todd Lyons: Press Left, Left, Down, Up, Up, 
Right, Left, Down, □. 

Troy McMurray: Press Left, Left, Left, Down, 
Up, Right, Up, Left, □. 

Zach Shaw: Press Left, Left, Left, Right, Left, 
Down, Right, Down, □. 



At the main menu, select Options, and at the 
options menu, choose Enter Codes. Enter the 
following codes to unlock these cheats. If you 
entered the code correctly, “Valid" will appear 
onscreen. 


All Bikes: 

WHEELS 

All Characters: 

POPULATE 

All Costumes: 

YARDSALE 

All Tracks: 

TRAKMEET 

Brian Deegan’s Dominator Bike: 

WHOZASKN 

Brian Deegan’s Heavy Metal Bike: 

HEDBANGR 

Brian Deegan's Mulisha Man Bike: 

WHATEVER 

Clifford Adoptante: 

COOLDUDE 

Clifford Adoptante’s 

Gone Tiki Bike: 

SUPDUDE 

Clifford Adoptante’s 

Hang Loose Bike: 

STOKED 

Clifford Adoptante’s 

Island Spirit Bike: 

GOFLOBRO 

Freekout Meter Is Always Full: 

ALLFREEK 



Greg Albertyn’s Champion Bike: 

NUMBER1 

Greg Albertyn’s 

National Pride Bike: 

PATRIOT 

Greg Albertyn’s The King Bike: 

ALLSHOOOK 

Invisible Bikes: 

FLYSOLO 

Jessica Patterson: 

BLONDIE 

Jessica Patterson’s 

Charged Up Bike: 

LIGHTNIN 














































i Patterson’s Speedy Bi 


Leeann Tweeden’s Hot Stuff Bike: OVENMITT 

Leeann Tweeden’s Seducer Bike: GOODLOOK 

Leeann Tweeden’s 

Trendsetter Bike: STYLIN 

Mike Jc 


Mike Jones’s Beater Bike: 


KICKBUTT 
PLUNGER § 


;’s Flushed Bike: 


Mike Jones’s Lil' Demon Bike: 


Mike Metzger’s Rhino Rage Bike: 

Mike Metzger’s 
Rock of A ■ " 


SEVENTWO 


Slow Motion Mode: 


Stefy Bau’s Amore Bike: 

HEREIAM 


Track—Burbs 
(Freestyle Mode Only): 

TUCKELLE 

Track—Burn It 

CARVEROK 

Track—Crash Pad 
(Freestyle Mode Only): 

WIDEOPEN 

Track—Gnome Sweet Gnome: 

CLIPPERS 

Track—Let It Ride: 

BLACKJAK 

Track—Rocket Garden: 

TODAMOON 



During a game, enter the following codes to un¬ 
lock these cheats. If you entered it correctly, you’ll 
hear a sound and the name of the cheat will appear 


All Weapons: Press R2, R2, LI, R2, Left, 
Down, Right, Up, Left, Down, Right, Up. 
Alternate Costumes: Press Right, Down, Left, 
Up, LI, L2, Up, Left, Down, Right. 

Clear Weather: Press LI, L2, Rl, R2, R2, Rl, 
L2, A. 

Cloudy Weather: Press LI, L2, Rl, R2, R2, Rl, 

L2,n 

Crazy Pedestrians: Press R2, Rl, A, X, L2, LI, 
Up, Down. 

Destroy All Cars: Press L2, R2, LI, Rl, L2, R2, 


Extra Money: Press R2, R2, LI, LI, Left, 
Down, Right, Up, Left, Down, Right, Up. 

Fog: Press LI, L2, Rl, R2, R2, Rl, L2, X. 

Full Armor: Press R2, R2, LI, L2, Left, Down, 
Right, Up, Left, Down, Right, Up. 

Full Health: Press R2, R2, LI, Rl, Left, Down, 
Right, Up, Left, Down, Right, Up. 

Higher Wanted Level: Press R2, R2, LI, R2, 
Left, Right, Left, Right, Left, Right. 

Improved Car Handling: Press RI, LI, R2, LI, 
Left, Rl, Rl, A. 

Note: To activate the Improved Car Handling cheat, press R3 or 
L3 to jump while driving. 

Lower Wanted Level: Press R2, R2, LI, R2, 

Up, Down, Up, Down, Up, Down. 


Pedestrians Attack: Press Down, Up, Left, Up, 
X, Rl, R2, LI, L2. 

Pedestrians Fight Each Other: Press Right, R2, 
O, Rl, L2, Down, LI, Rl. 

Pedestrians Riot: Press Down, Up, Left, Up, 
X, Rl, R2, L2, LI. 

Rain: Press LI, L2, Rl, R2, R2, Rl, L2, O. 
Speed Up Time: Press O, O, O, □, □, □, □, 

□, LI, A.O.A 

Tank: Press O, O, O, O, O, O, Rl, L2, LI, A, 
O, A. 


Enter the following codes during gameplay and not 
while the game is paused. When a code is entered 
correctly, “Cheat Activated” will appear in the up¬ 
per left corner of the screen. 

All Cars Explode: Press R2, L2, Rl, LI, L2, R2, 

□, A, O, A, L2, LI 

Armor Cheat: Press Rl, R2, LI, X, Left, 

Down, Right, Up, Left, Down, Right, Up. 
Bloodring Banger (I): Press Up, Right, Right, 
LI, Right, Up, □, L2. 

Bloodring Banger (II): Press Down, Rl, O, L2, 
L2, X,RI, LI, Left, Left. 

Caddy: Press O, LI, Up, Rl, L2, x, Rl, LI, 

O, X. 

Crazy Pedestrians: Press Down, Up, Up, Up, 
x, R2, Rl, L2, L2. 

Faster Play Time: Press O, O, LI, □, LI, 

□, LI, A, O, A. 

Flying Cars: Press Right, R2, O, Rl, L2, Down, 
LI, Rl 

Note: White accelerating press and hold Down on the left ana¬ 
log stick to fly. 

Girls Follow You: Press O, X, LI, LI, R2, x, 

x, O, A. 

Health Cheat: Press Rl, R2, LI, O, Left, 

Down, Right, Up, Left, Down, Right, Up. 
Hotring Racer (I): Press Rl, O, R2, Right, LI, 

L2, X, X,D, Rl. 

Hotring Racer (II): Press R2, LI, O, Right, LI, 
Rl, Right, Up, O, R2. 

Play as Candy Suxxx: Press O, R2, Down, RI, 
Left, Right, Rl, LI, x, L2. 

Play as Hilary: Press Rl, O, R2, LI, Right, Rl, 
LI, x, R2. 

Play as Ken Rosenberg: Press Right, LI, Up, 
L2, LI, Right, Rl, LI, x, Rl. 

Play as Lance Vance: Press O, L2, Left, x, Rl, 
LI, X, LI. 

Play as Love Fist Band Member (I): Press 
Down, LI, Down, L2, Left, X, Rl, LI, X, X. 
Play as Love Fist Band Member (II): Press Rl, 
L2, R2, LI, Right, R2, Left, x, □, LI. 

Play as Mercedes: Press R2, LI, Up, LI, 

Right, Rl, Right, Up, O, A. 


Play as Phil Cassidy: Press Right, Rl, Up, R2, 
LI, Right, RI, LI, Right, O. 

Play as Ricardo Diaz: Press LI, L2, Rl, R2, 
Down, LI, R2, L2. 

Play as Sonny Forelli: Press O, LI, O, L2, Left, 

X, Rl, LI, X, X. 

Rhino Tank: Press O, O, LI, O, O, O, LI, L2, 
Rl, A.O.A. 

Romero's Hearse: Press Down, R2, Down, RI, 
L2, Left, Rl, LI, Left, Right. 

Sabre Turbo: Press Right, L2, Down, L2, L2, 
X, RI.LI.O, Left. 

Slow Motion Mode: Press A, Up, Right, 

Down, □, R2, RI. 

Suicide: Press Right, L2, Down, Rl, Left, 

Left, Rl, LI, L2, LI 

Suit-and-Tie Attire: Press Right, Right, Left, 

Up, LI, L2, Left, Up, Down, Right. 
Trashmaster: Press O, Rl, O, Rl, Left, Left, 
Rl, LI, O, Right. 

Wanted Level Down One Star: Press Rl, Rl, O, 
R2, Up, Down, Up, Down, Up, Down. 

Wanted Level Up One Star: Press Rl, Rl, O, 
R2, Left, Right, Left, Right, Left, Right. 
Weapon Cheat (I): Press Rl, R2, LI, R2, Left, 
Down, Right, Up, Left, Down, Right. 

Weapon Cheat (II): Press Rl, R2, LI, R2, Left, 
Down, Right, Up, Left, Down, Down, Left. 
Weapon Cheat (III): Press Rl, R2, LI, R2, Left, 
Down, Right, Up, Left, Down, Down, Down. 
Weather Is Foggy (I): Press R2, x, LI, LI, L2, 
L2, L2, X. 

Weather Is Foggy (II): Press R2, x, LI, LI, L2, 
L2, L2, □. 

Weather Is Normal: Press R2, x, LI, LI, L2, 
L2, L2, Down. 

Weather Is Rainy: Press R2, x, LI, LI, L2, L2, 
L2, L2, O. 

Weather Is Sunny: Press R2, x, LI, LI, L2, L2, 

L2, A. 



Professional Difficulty: At the main menu, select 
Arcade mode. At the Arcade mode screen, choose 
Single Race, and then at the Level Selection screen, 
highlight “Hard.” Simultaneously press and 
hold LI and Rl, and then press x. If done cor¬ 
rectly, “Professional” will appear in place of “Hard.” 


During gameplay, quickly enter the following codes 
to unlock these cheats. If you entered the code cor¬ 
rectly, the name of the cheat will appear onscreen. 

Bomb: Press R2, L2, Up, Down, x, Up, LI 
Complete Level: Press R2, L2, Up, Down, X, 

L3, O, X, O, X. 

Full Life: Press R2, L2, Up, Down, X, Up, 

































Gravity: Press R2, L2, Up, Down, x, L2, L2. 
lethal Charge: Press R2, L2, Up, Down, X, 
RI.RI. 

MegaForce: Press R2, L2, Up, Down, X, 

R2, R2. 

Nailgun: Press R2, L2, Up, Down, x, LI, LI. 
Slomo: Press R2, L2, Up, Down, x, Up, L2. 



Left-Handed Golfer: Start a game, and at the 
Select Character screen, highlight your character 
and then press Start. If done correctly, your 
golfer will play left-handed. 



Pause the game, simultaneously press and hold 
LI, L2, RI, and R2, and then enter the following 
codes to unlock these cheats. If you entered the 
code correctly, you will hear a sound. 

Note: You must beat the game to activate codes designated 

1000 Exp: Press x, Down, Down, Down. 

*AII Skills: Press A, O, A, O. 

Always Devastating: Press □, □, O, O. 

Infinite Missiles: Press □, O, X, A. 
Invulnerable: Press A, □, X, O. 

Level 2 Skills: Press O, Right, O, Right. 

Level 3 Skills: Press A, Up, A, Up. 

Level 4 Skills: Press □, Left, □, Left. 

Level 5 Skills: Press x, X, Down, Down. 
*Mini-Enemies: Press A, A, X, X. 

Restore Health: Press A, Down, X, Up. 

Restore Missiles: Press x, Down, A, Up. 
*Slow-Mo: Press A, O, x, □. 



All Weapons: Pause the game, and then press 
LI, L2, Rl, R2, A, O, X, □. If you entered the 
code correctly, you’ll have all weapons when you 
resume the game. 

Invulnerability: Pause the game, and then press 
LI, LI, L2, L2, Rl, Rl, R2, R2. If you entered 
the code correctly, you'll be invulnerable when 
you resume the game. 

Unlock All Levels: Finish Chapter One: Roscoe 
Street Station, and then press Select to return 
to the main menu. At the main menu, press Up, 
Down, Left, Right, Up, Left, Down, O. Select 
Load Level, and if you entered the code correctly, 
all levels will be available. 



Drive the Dune Buggy from Smuggler's Run: You 

need a copy of Smuggler's Run to use this cheat. 
Before starting Midnight Club: Street Racing, 
insert a memory card that has a save-game file 
from Smuggler’s Run. (To create a save-game file, 
choose Smuggler’s Mission at the Smuggler’s Run 


main menu. Then select Create Directory and 
input a file name.) At Midnight Club’s Vehicle 
Select screen, press Left or Right to select the 
Dune Buggy. 

Drive on the USS Enterprise: Choose the New 
York map. From the starting point, go forward 
one block; take a right; take the second left; go 
one block; take a soft right. Go as fast as you can 
for one block. Go straight through the stoplight, 
into the building that sits beside the water, up the 
ramp, and into the opening in the side of the air¬ 
craft carrier. A ramp at the far end of the hangar 
leads to the top of the ship. 



At the VS. screen, press □, A, O, X to change 
the three icons under your team. The numbers in 
the following list indicate the number of times each 
button should be pressed. After the icons have 
been changed, press Up to enable the cheat. If 
you entered the code correctly, the name of the 
cheat will appear. For example, to enter I-2-3-4, 
press □ once, A twice, O three times, and 
x four times, then press Up. 


Cheat 

□ 

A 

o 

x 

ABA Ball: 

0 

1 

1 

0 

ABA Socks: 

4 

4 

4 

4 

Athletic Joe “The Show”: 

1 

2 

0 

1 

Authentic Uniforms: 

0 

0 

1 

1 

Beach Ball: 

0 

1 

1 

2 

Big Heads: 

4 

1 

2 

1 

Captain Quicks: 

3 

0 

2 

1 

Casual Uniforms: 

i 

1 

0 

0 

EA Big Ball: 

0 

1 

4 

0 

Easy Distance Shots: 

2 

1 

3 

0 

Explosive Rims: 

1 

2 

4 

0 

Harder Distance Shots: 

2 

2 

3 

0 

Less Blocks: 

3 

1 

2 

3 

Less Gamebreakers: 

1 

3 

4 

2 

Less Steals: 

3 

1 

4 

0 

Mad Handles: 

3 

2 

1 

0 

Medicine Ball: 

0 

1 

1 

3 

Mega Dunking: 

3 

0 

1 

0 

More Gamebreakers: 

1 

4 

3 

2 

No Alley-Oops: 

3 

4 

1 

2 


No Cheats: 1 1 1 1 

No Dunks: 

3 

0 

1 

2 

No Gamebreakers: 

1 

4 

4 

2 

No HUD Display: 

1 

4 

1 

2 

No Juice: 

1 

4 

4 

3 

No Player Indicators: 

4 

0 

0 

4 

No Shot Clock: 

4 

4 

0 

3 

No Shot Indicator: 

4 

3 

2 

4 

No Two-Pointers: 

3 

3 

0 

3 

NuFX Ball: 

0 

1 

3 : 

0 

Player Names: 

0 

1 

2 

3 

Soccer Ball: 

0 

2 


0 

Springtime Joe “The Show”: 

1 

1 

0 

1 

Sticky Fingers: 

3 

4 

1 

0 

Summertime Joe 
“The Show”: 

1 

0 

0 

1 


Super Swats: 

3 3 

1 0 

Tiny Heads: 

4 2 

0 2 

Tiny Players: 

4 0 

4 0 

Ultimate Power: 

3 1 

1 0 

Unlimited Turbo: 

2 0 

3 0 

Volley Ball: 

0 1 

1 4 

WNBA Ball: 

0 1 

2 0 
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Oni Spirits Game: Collect all 20 pieces of Fluorite 
hidden in the game, finish the game, and then save 
the data to a memory card. Start a new game using 
the saved data, and at the title screen, select Special 
Feature, then Oni Spirits. 



Battle Game: Complete a regular Normal Game 
and the hidden Battle Game will appear at the 
main menu underneath New Game. 


Claire's Alternate Battle Game Outfit: Finish the 
Battle Game once as Claire Redfield, and when you 
start a new Battle, cycle through the characters 
until you find Claire wearing her alternative outfit 
Play as Albert Wesker in the Battle Game: Finish 
the Battle Game as Chris Redfield once. When 
you start a new Battle, cycle through the charac¬ 
ters until you find Albert Wesker. Wesker is armed 
only with a combat knife. 

Play as Steve Burnside in the Battle Game: Find 
the Luger replica pistol during a regular Normal 
Game and complete the game with the item in 
any item chest. When you start a new Battle 
Game, cycle through the characters until you find 
Steve Burnside. 



Pause the game, simultaneously press and hold 
LI, L2, Rl, and R2, and then enter the following 
codes to unlock the corresponding cheats. If you 
entered the code correctly, Shaggy will yell. 

All Power-Ups: Press O, □, O, □, O, □, □, □, 

o, o, □, o, o, o. 

Unlock Credits: Press □, O, O, □, O, □. 

Unlock Movies: Press □, □, □, O, O, O, □, 

0 , 0 . 

Holiday Easter Eggs: Turn on the PlayStation 2 
with no disc inserted so that the system’s main 
menu appears. Choose “System Configuration” 
and then set the dates listed below to unlock the 
corresponding holiday Easter egg. Return to the 
PlayStation 2 main menu, insert the game disc, 
press Reset, and start a normal game. If you en¬ 
tered the date correctly, you’ll see the appropriate 
effects when you enter the courtyard. 


Christmas: 

December 25 

Halloween: 

October 31 

Independence Day: 

July 4 

New Year’s Day: 

January 1 

St Patrick’s Day: 

March 17 

Valentine’s Day: 

February 14 





































































Extra Options Menu: At the main menu, select 
Options. At the Options screen, press LI or RI 
to access the Extra Options menu. 



At the Main Menu, select Options. At the Options 
screen, enter the following codes to unlock these 
cheats. If you entered the code correctly, you will 
hear a sound. 

2D Characters: Simultaneously press and hold 
Rl and LI, and then press O, O, O, O. 
Christmas Apu: Simultaneously press and hold 
Rl and LI, and then press A, A, O, A. 
Halloween Bart: Simultaneously press and 
hold Rl and LI, and then press A, A, O, X. 
More Camera Views: Simultaneously press 
and hold Rl and LI, and then press A, A, 

A, A. 

More Money: Simultaneously press and hold 
Rl and LI, and then press □, □, □, □. 

New Year's Krusty: Simultaneously press and 
hold Rl and LI, and then press A, A, O, □. 
Night Time Mode: Simultaneously press and 
hold Rl and LI, and then press X, X, X, X. 
Nuclear Bus: Simultaneously press and hold 
Rl and LI, and then press A, A, □, X. 
Smithers: Simultaneously press and hold Rl 
and LI, and then press A, A, □, □. 

Soapbox Car: Simultaneously press and hold 
RI and LI, and then press A, A, □, O. 
Thanksgiving Marge: Simultaneously press and 
hold Rl and LI, and then press A, A, O, O. 
View Collision Lines: Simultaneously press and 
hold Rl and LI, and then press A, A, X, X. 
Note: For Holiday Characters, Nuclear Bus, Smithers, and Soap¬ 
box Car, choose any character at the character select screen. 

Turn on the PS2 without a game disc. At the start¬ 
up menu, select System Configuration. At the 
System Configuration screen, choose Clock Ad¬ 
justment. Set the month and day to the following 
dates, then press x. Return to the start-up menu 
and insert the game disc. Start a game, and the 
appropriate holiday character will be available. 




Halloween Bart: 

10/31 


Thanksgiving Marge: 

11/22/01 



Pause the game and enter any of the following 
codes to activate these cheats. If you entered the 
code correctly, you’ll hear a noise and the cheat 
will take effect when you resume the game. 

Invisibility: Press Rl, LI, LI, R2, LI, LI, L2. 
Low Gravity: Press LI, Rl, Rl, L2, R2, R2. 
Slow Down Time: Press R2, L2, LI, Rl, Left, 
Left, Left. 


Speed Up Time: Press Rl, LI, L2, R2, Right, 
Right, Right. 

Vehicles Float When Hit: Press Rl, R2, Rl, R2, 
Up, Up, Up. 



At the main menu, select Specials, and at the 
Specials screen, choose Cheats. Enter any of the 
following passwords to unlock the corresponding 
cheat. If you entered the code correctly, the 
Green Goblin will laugh. 


Big Head and Feet 

GOESTOYOURHEAD 

Cheat Mode: ARACHNID 

Note: This will unlock all levels, fighting controls, movies, 
production art, and training levels. 

Enemies Have Big Heads: 

JOELSPEANUTS 

First Person Mode: 

UNDERTHEMASK 

Green Goblin-Type 

Armor: 

FREAKOUT 

Matrix Attacks: 

DODGETHIS 

Next Level Feature at 
In-Game Menu: 

ROMITAS 

Play as Helicopter Pilot: 

CAPTAINSTACEY 

Play as Police Officer: 

REALHERO 

Play as Shocker: 

HERMANSCHULTZ 

Play as Thug Two: 

STICKYRICE 


Super Coolant: 

CHILLOUT 

Tiny Mode: 

SPIDERBYTE 


Unlimited Webbing: ORGANICWEBBING 

Unlock Alternate Costumes: Start a new game at 
Super Hero difficulty, and after completing the 
first level (Search for Justice), save the game. Then 
enable Cheat Mode, return to the Specials screen, 
and select Level Warp. Choose Conclusion, and 
you can view the game's ending cinema. After the 
credits, return to the Specials screen, and select 
Secret Store. Alternate Peter Parker, Alex Ross, 
and Green Goblin costumes will now be available. 



Unlock FMV Sequences: Start a new game, and at 
the Profile Menu, enter any of the following codes 
as your agent name to unlock the corresponding 
FMV sequence. If you entered the code correctly, 
you will hear a chicken clucking sound. Then, enter 
any name you wish, and at the Main Menu, select 
System Options. At the System Options screen, 
choose Extras, and then at the Extras screen, se- 


lect Movie Player, and you’ll be able 
unlocked FMV sequence. 

to view the 

Early Test Animatic FMV: 

WWS413 

The Making of Spy Hunter FMV: 

MAKING 

Saliva: Spy Hunter Theme FMV: 

GUNN 

Saliva: Your Disease FMV: 

SALIVA 





Maximize Skill Levels: At the Options screen, 

simultaneously press and hold LI, L2, Rl, 


R2, and then press O, O, O, 0, 0, X, A, 
Down. If you entered the code correctly, you’ll 
hear a sound and every character will have 
maximum skill levels. 

Running Man Mode: At the Select Mode screen, 
press □ to enter the Options screen. At the 
Options screen, simultaneously press and 
hold LI, Rl, L2, and R2, and then press □, 
A, O, X, □, A, O, X. If you entered the code 
correctly, you’ll hear a sound. Start a game as 
normal. Instead of riding a snowboard down the 
hill, your player will run down the hill. Repeat to 
disable the cheat. 

Unlock All Boards and Characters: At the Select 
Mode screen, press □ to enter the Options 
screen. At the Options screen, simultaneously 
press and hold LI, L2, Rl, and R2, and then 
press Down, Left, Up, Right, X, O, A, □. If 
you entered the code correctly, you’ll hear a sound. 
All boards and characters will now be available. 
View All Hints: At the Select Mode screen, press 
□ to enter the Options screen. Simultaneously 
press and hold LI, Rl, L2, and R2, and then 
press O, X, O, X, O, X, O, X. If you entered 
the code correctly, you’ll hear a sound. Start a 
game as normal. At the loading screen, just prior 
to the start of the race, all hints will be displayed. 



At the title screen, simultaneously press and 
hold LI and Rl, and then enter the following 
codes to unlock these cheats. If you entered the 
code correctly, you’ll hear a sound. 

Full Stats: Press A, A, Right, A, A, Down, X, 
X, Left, X, X, Up. 

Mallora Board: Press X, X, Right, O, O, 
Down, A, A, Left, □, □, Up. 

Note: The Mallora Board only works when you select Elise. 

Play as Mix Master Mike: Press x, x. Right, x, 
x, Down, x, x, Left, x, x, Up. 

Note: To play as Mix Master Mike, select any character after you 
input the code. 



At the main menu, select Options. At the Options 
menu, select Code Setup. Enter any of the follow¬ 
ing passwords to unlock these cheats. If you en¬ 
tered the code correctly, the name of the cheat 
will appear or you’ll automatically go to the un¬ 
locked section. 


Christmas FMV Sequence: 

woz 

Default Screen: 

SHOTS 

Director Mode: 

DIRECTOR 

Disable Cockpit Display: 

NOHUD 


Jar Jar Mode: 

JARJAR 


Ship Gallery: 

SHIPS 


Unlock Special Player Craft: 

BLUENSF 


View Cast and Ships: 

HEROES 

View Credits: 

CREDITS 














































View Development Team: 

TEAM 

Note: All passwords are cose^ens/tiVe. 


Noel_Hines 

Sandy_Jewett 

View Simon: 

SIMON 

All Cars: 

spiDER 

I Nolan Nelson 

Scott_Pease 

View Slide Show: 

JAMEZ 

All Driving Games: 

Bindl 

Paul Robinson 

Skillzilla 



All Toys: 

MeFf 

s 

During a game, enter any of the following codes 

Unlock Filmography: 

fellA 

Pete_Day 

Spencer_Hawk 

to unlock the corresponding weapon. If you en- 

ma 


■ Pimpin_Frank 

Stacey_D 


tered the code correctly, you’ll automatically be 
armed with the unlocked weapon. 

AK47: Press Left, Right, Down, R2, A. 

Big Player: Press Rl, R2, LI, L2, A. 

Flame Thrower: Press Left, Right, Down, 

Rl, O. 


Unlock Everything: At the Main Menu, press 
Right, Right, Left, □, Up, L2, L2, Rl. If you 

entered the code correctly, “Unlock Everything” 
will appear onscreen, and you’ll have all cars, tracks, 


Rachael_Day 
Ralph_D'Amato 
Rastapopolous 
Riley_Hawk 
Ryan_McMahon 


Steven_Rausch 

Steve_Ganem 

Trey_Smith 

William_Pease 


Grenade: Press Left, Right, Down, R2, □. 
Grenade Launcher: Press Left, Right, 

Down, Rl, □. 

Infinite Ammo: Press LI, L2, Rl, R2, A 
Infinite Time: Press LI, L2, Rl, R2, O. 
Invulnerable: Press LI, L2, Rl, R2, X. 

Little Player: Press Rl, R2, LI, L2, x. 

Looting on the Rise: Press Rl, LI, R2, L2, A. 
M16: Press Left, Right, Down, R2, O. 

Minigun: Press Left, Right, Down, Rl, A. 
Molotov Cocktail: Press Left, Right, Down, 

R2, x. 

Pepper Spray: Press Left, Right, Down, 

LI, □. 

Pistol: Press Left, Right, Down, LI, A. 
Punches Decapitate: Press LI, L2, Rl, R2, □. 
Rocket Launcher: Press Left, Right, Down, 

Rl, X. 

Shotgun: Press Left, Right, Down, L2, A. 
Successfully Complete Mission in Revolution 
Mode: After you accept a Mission, press Left, 
Left, Left, Left, A. 

Switch Back to Normal Size: Press Rl, R2, LI, 
L2, O 

Tazer: Press Left, Right, Down, LI, O. 

Tear Gas: Press Left, Right, Down, LI, X. 

Start a game in Kaos mode and enter the follow¬ 
ing codes during gameplay and not while the game 
is paused. If you entered the code correctly, the 
name of the cheat will appear onscreen. 

Unlock Bull: Press Right, Right, Right, 

Right, X. 

Unlock Freak: Press Right, Right, Right, 

Right, O. 

Unlock Spanky: Press Right, Right, Right, 
Right, A 



At the main menu, choose Stuntman Career and 
then select New Game. Enter the following codes 
at the Please Enter Your Name screen to unlock 
these cheats. If you entered the code correctly, the 
name of the cheat will appear onscreen. 


All Characters: At the Main Menu, select Options, 
and at the Options menu, choose Cheats. At the 
Enter Cheat Code screen, enter YOHOMIES as a 
code. If entered correctly, you’ll hear a sound and 
all characters will be available. 

Unlock Cheat Menu: At the Main Menu, choose 
Options, and at the Options Menu, choose Cheats. 
At the Enter Cheat Code screen, enter backdoor 
(the word is case-sensitive) as a code, then select 
Accept Changes. If you entered the code correctly, 
you’ll hear a sound and automatically return to the 
Options menu. Start a game, pause it, and then 
select Cheats from the pause menu. Now you can 
activate cheats such as Tiny Mode, Moon Physics, 
and First Person. 


Unlock Secret Skaters: At the Main Menu, select 
Create-A-Skater. At the Creation Options screen, 
select Create New, and then enter any of the fol¬ 
lowing names to unlock these hidden skaters. If you 
entered the code correctly, the unlocked skater 
will appear when you select Accept Changes. 

Note: A designates a blank space. 


062287 

8 0 s_Mark 

Aaron_Ski1lman 

Alan_Flores 

Andrew_Rausch 

Andy_Nelson 

Braineaters 

Brian Jennings 

Chad_Findley 

Chris Glenn 

Chris_Rausch 

Chris_Ward 

Connor_Jewett 

Crashcart 

Darren_Thorne 

Dave_Cowling 

Dave_Stohl 

DDT 

Eastside 


Edwin_Fong 

Frogham 

Gary_Jesdanun 

Gorilla 

Grass_Patch 

Henry_Ji 

James_Rausch 

Jason_Uyeda 

Joel_Jewett 

Johnny_Ow 

Kage 

Kevin_Mulhall 

Lisa_Davd.es 

Matthew_Day 

Mick_West 

Mike_Ward 

Mini_Joel 

Nicole_Willick 


View All Movies: At the Main Menu, choose Op¬ 
tions, and at the Options menu, choose Cheats. 
At the Enter Cheat Code screen, enter 
peepshow (the word is case-sensitive) as a code, 
then select Accept Changes. If you entered the 
code correctly, you’ll hear a sound and automati¬ 
cally return to the Options menu. Select Movies, 
and all movies are now available. 



Enter the following codes during gameplay and 
not while the game is paused. To turn off any of 
the cheats, simply input the code a second time. 
God Mode: Simultaneously press and hold 
LI, L2, Rl, and R2, and then press Up, X, 
Left, O. If you entered the code correctly, the 
words “God Mode On” will appear at the top of 
the screen. You’ll be invincible and have unlimited 
special weapons. 

Killer Weapons: Simultaneously press and 
hold LI, L2, Rl, and R2, and then press X, 

x, Up. If you entered the code correctly, the 
words “Killer Weapons On” will appear at the 
top of the screen and then you can kill enemies 
with one hit of any weapon. 

Mega Guns: Simultaneously press and hold 
LI, L2, Rl, and R2, and then press x, X, A. 
If you entered the code correctly, the words “Mega 
Guns On” will appear at the top of the screen 
and your machine gun will be more powerful 
than before. 

Weapons for Health: Simultaneously press and 
hold LI, L2, Rl, and R2, and then press A, 

X, □, O. If you entered the code correctly, the 
words “Weapons For Health” will appear at the 
top of the screen and you’ll lose some energy 
but gain some special weapons. 



Alternate Main Menu Backgrounds: At the main 
menu, select Options, then choose Settings, and 
then select Game. At the game options screen, 
press LI and Rl to change the menu backgrounds. 




















Xbox 


At the Main Menu, select Options, and at the 
Options Menu, choose Cheats. Enter any of the 
following codes to unlock these cheats. If you 
entered the code correctly, you'll hear a sound 
and the code you entered will disappear. 


All Levels: 

GiiraneGimme 

Disable Tree Collisions: 

buzzSaw 

Go Faster: 

ZiPster 

Jumps Land Perfectly: 

StickiT 

Major Spins: 

WhirlyGig 

Sim Boarder Mode: 

KeepnReal 

Unlock Raven: 

RidinwRaven 

Unlock Steezy: 

ChillinwSteezy 



Hidden Helena Sequence: Insert the game disc, 
and when the introduction sequence begins, press 
Start to go to the title screen. At the title screen, 
wait for the introduction to begin again, and it will 
be preceded by a short sequence of Helena swim¬ 
ming in an aquarium. 



During the game, press B to bring up the stats 
menu. Highlight the stat you want to raise, enter 
the appropriate code, and then press and hold A 
until the desired stat level is reached. 

Fatigue: Press Black, Black, White, White, 
Black. 

Health: Press Black, White, Black, Black, 
Black 

Magicka: Press Black, White, White, Black, 
White. 



During gameplay, quickly enter the following codes 
to unlock the corresponding cheat. If you entered 
the code correctly, the name of the cheat will ap¬ 
pear onscreen. 

All Weapons: Press R, L, Up, Down, A, Up, 

X, A. 

Bomb: Press R, L, Up, Down, A, Up, White. 
Complete Level: Press R, L, Up, Down, A, Left 
Thumbstick, B, A, B, A. 

Full Life: Press R, L, Up, Down, A, Up, Down. 
God Mode: Press R, L, Up, Down, A, R, L, 
Black, White. 

Gravity: Press R, L, Up, Down, A, L, L. 

Hitman Ali: Press R, L, Up, Down, A, Up, Up. 
Lethal Charge: Press R, L, Up, Down, A, 

Black, Black. 

MegaForce: Press R, L, Up, Down, A, R, R. 
Nailgun: Press R, L, Up, Down, A, White, 
White. 


Slomo: Press R, L, Up, Down, A, Up, L. 

Level Select: At the main menu, press R, L, Up, 
Down, A, Left Thumbstick, X, Y, B. If you en¬ 
tered the code correctly, a level select menu will 



Enemies Vanquished Level Cheats: On the Ene¬ 
mies Vanquished level, pause the game, press and 
hold L, and then enter the following codes to 
unlock these cheats. If you entered the code cor¬ 
rectly, the cheat will take effect when you resume 
the game. 

2X Armor: Press B, Y, X, B, B. 

3X Armor: Press B, Y, X, B, B, B. 

4X Armor: Press B, Y, X, B, B, B, B 
Crazy Racing Mode: Press X, Y, B, Y, X. 

Extra Race: Press B, B, X, X, Y. 

Insane Racing Mode: Press X, Y, Y, X, Y, B. 
Racing Trails: Press X, B, B, X. 

Super Bullets: Press B, B, B, B. 

Unlock SUV: Press X, B, Y, X, Y. 

Passcodes: At the main menu, select Codenames. 
At the Enter Codename screen, create a new code- 
name or select a pre-existing one, and at the next 
screen, select Secret Unlocks. Enter the following 
codes to unlock the following cheats. If you entered 
the code correctly, a message will appear telling 
you that a cheat has been unlocked. 

Note: A designates a blank space. 


All Multiplayer Characters: 

PARTY 

Countdown Level: 

BLASTOFF 

Equinox Level: 

VACUUM 

Faster Laser: 

PHOTON 

GoldenEye Strike: 

ORBIT 

Golden Gun: 

TARGET 

Golden P2K: 

Q_LAB 

Larger Sniper Rifle Clip: 

MAGAZINE 

Level Select: 

PASSPORT 

Multiplayer—Assassination: 

SCOPE 

Multiplayer—Demolition: 

TNT 

Multiplayer— 

Explosive Environment: 

BOOM 

Multiplayer— 

Team King of the Hill: 

TEAMWORK 

Protection Mode: 

GUARDIAN 

Sniper Level: 

MELTDOWN 

Stronger Tranquilizers: 

SLEEPY 

Unlock Baron Samedi 
in Multiplayer: 

VOODOO 

Unlock Bond Tux in Multiplayer: 

BLACKTIE 

Unlock Christmas Jones 
in Multiplayer: 

NUCLEAR 

Unlock Goldfinger in Multiplayer: 

MIDAS 

Unlock Jaws in Multiplayer: 

DENTAL 

Unlock Max Zorin in Multiplayer: 

BLIMP 

Unlock Oddjob in Multiplayer: 

BOWLER 

Unlock Pussy Galore 
in Multiplayer: 

CIRCUS 


Unlock Renard in Multiplayer: HEADCASE 

Unlock Scaramanga in Multiplayer: ASSASSIN 
Unlock Xenia in Multiplayer: JANOS 

Uplink Mode: TRANSMIT 



During gameplay, quickly enter the following codes 
to unlock these cheats. If done correctly, the name 
of the cheat will appear onscreen. 


Infinite Ammo: Press X, B, Y, A, X, B. 
Infinite Health: Press Y, A, X, B, A, Y. 
Infinite Ring Use: Press Y, B, A, B, Y, X. 



Refill Ammo, Painkillers, and Bullet Time: At 

the main menu, simultaneously press and hold 
L and R, and push in both analog sticks until 
you hear them click. Continue to hold the 
buttons, and then press White, Black, Black, 
White, White, Black. If done correctly, a Cheats 
option will appear at the bottom of the main menu. 
To activate the cheat, press Back during game¬ 
play to return to the main menu, select Cheats, 
and then choose Refill. When you resume the 
game, all of your ammunition, painkillers, and Bul¬ 
let Time will be replenished. 



Invincibility: Pause the game and then press X, L, 
B, R, Back, Y, X. If you entered the code correctly, 
the game will automatically resume, and you’ll be 
invincible. 


Password Cheats: At the main menu, select Op¬ 
tions, and at the options screen, choose Password. 
Enter any of the following passwords to unlock the 
corresponding cheat. If you entered the code cor¬ 
rectly, the green lights on the typewriter will blink. 
At the options menu, select Bonus to view the 
cheats you have unlocked. 

Achilles Mode: 

TODADOME 

All Cheats: 

ENCHILADA 

Animation Movie: 

FLIPBOOK 

Bullet Shield: 

NOHITSFORU 

Invisible Enemies: 

GHOSTSHOTS 

Making of Mission 1: 

XTRASCENEO 

Making of Mission 2: 

XTRASCENET 

Making of Mission 3: 

XTRASCENER 

Making of Mission 4: 

XTRASCENEF 

Making of Mission 5: 

XTRASCENEI 

Making of Mission 6: 

XTRASCENES 

Men with Hats: 

MERCER 

MOHton Torpedo: 

TONSOFUN 

Next Level: 

SALMON 

Paintball Movie: 

COTOBREATH 

Perfectionist Mode: 

ONEPMPCHMP 

Rubber Grenades: 

ELASTIC 

Silver Bullet Mode: 

KILLERSHOT 

Sniper Mode: 

LONGVIEW 

Unlock Mission 2, Level 

1: BASS 

Unlock Mission 3, Level 

1: STURGEON 

Unlock Mission 4, Level 

1: PIKE 
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Unlock Mission 5, Level I: TROUT 

Unlock Mission 6, Level I: CATFISH 



Unlock All Cars and Tracks: At the Load or Create 
New screen, select Create New Driver. At the 
Setup Driver screen, choose Driver Name, and 
then enter Nosliw (case-sensitive) as a name. 
Start a game, and if you entered the name cor¬ 
rectly, all tracks and cars will be available. 



At the main menu, choose Start Game, and at the 
Select Profile screen, select Create New Profile. 
At the Create Profile screen, enter the following 
names to unlock the corresponding set of cars. If 
you entered the name correctly, the unlocked cars 
will be available at the Select Car screen. 

Note: Passwords are case-sensitive. 

Classic Cars: TheGoodStuff 

Expert Cars: WheelToWheel 

Unlock Deer Park GP Track: At the Select Profile 
screen, choose Create New Profile, and at the 
Create Profile screen, enter TheLongHaul as a 
name. Select Single Race or Time Attack, and at 
the Race Type screen, choose Rallycross. If you 
entered the code correctly, the Deer Park GP 
track will be unlocked. 

Unlock Downhill Tracks: At the Select Profile 
screen, choose Create New Profile, and at the 
Create Profile screen, enter Geronimo as a 
name. Select Single Race or Time Attack, and at 
the Race Type screen, choose Hill Climb. If you 
entered the code correctly, the downhill race 
tracks will be unlocked. 



At the Main Menu, select Options. At the Options 
screen, enter the following codes to unlock these 
cheats. If you entered the code correctly, you will 
hear a sound. 

2D Characters: Simultaneously press and hold 
R and L, and then press X, X, X, X. 

Christmas Apu: Simultaneously press and hold 
R and L, and then press B, B, X, B. 

Halloween Bart: Simultaneously press and 
hold R and L, and then press B, B, X, A. 
More Camera Views: Simultaneously press 
and hold R and L, and then press B, B, B, B. 
More Money: Simultaneously press and hold 
R and L, and then press Y, Y, Y, Y. 

New Year's Krusty: Simultaneously press and 
hold R and L, and then press B, B, X, Y. 

Night Time Mode: Simultaneously press and 
hold R and L, and then press A, A, A, A. 
Nuclear Bus: Simultaneously press and hold 
R and L, and then press B, B, Y, A. 

Smithers: Simultaneously press and hold R 
and L, and then press B, B, Y, Y. 


Soapbox Car: Simultaneously press and hold 
R and L, and then press B, B, Y, X. 

Stopwatch Mode: Simultaneously press and 
hold R and L, and then press X, B, Y, A. 
Thanksgiving Marge: Simultaneously press 
and hold R and L, and then press B, B, X, X. 
View Collision Lines: Simultaneously press and 
hold R and L, and then press B, B, A, A. 

Note: For Holiday Characters, Nuclear Bus, Smithers, and Soapbox 
Car, choose any character at the character select screen. 



At the main menu, select Specials, and at the 
Specials screen, choose Cheats. Enter any of the 
following passwords to unlock the corresponding 
cheat. If you entered the code correctly, the 
Green Goblin will laugh. 


Big Head and Feet: 

GOESTOYOURHEAD 

Cheat Mode: 

ARACHNID 

Note: This will unlock all levels, fighting controls, movies. 

production art, and training levels. 

Enemies Have 

Big Heads: 

JOELSPEANUTS 

First Person Mode: 

UNDERTHEMASK 

Green Goblin- 
Type Armor: 

FREAKOUT 

Matrix Attacks: 

DODGETHIS 

Next Level Feature 
at In-Game Menu: 

ROMITAS 

Play as Helicopter Pilot CAPTAINSTACEY 

Play as Mary Jane: 

GIRLNEXTDOOR 

Play as Police Officer: 

REALHERO 

Play as Scientist 

SERUM 

Play as Shocker: 

HERMANSCHULTZ 

Play as Thug One: 

KNUCKLES 

Play as Thug Two: 

STICKYRICE 

Play as Thug Three: 

THUGSRUS 

Super Coolant 

CHILLOUT 

Tiny Mode: 

SPIDERBYTE 

Unlimited Webbing: 

ORGANICWEBBING 


Unlock Alternate Costumes: Start a new game at 
Super Hero difficulty, and after completing the 
first level (Search for Justice), save the game. Then 
enable Cheat Mode, return to the Specials screen, 
and select Level Warp. Choose Conclusion, and 
you can view the game’s ending cinema. After the 
credits, return to the Specials screen, and select 
Secret Store. Alternate Peter Parker, Alex Ross, 
and Green Goblin costumes will now be available. 



Classic Spy Hunter Game: Start a new game, and 
at the Profile Menu, enter OGSPY as your agent 
name. If you entered the code correctly, the origi¬ 
nal Spy Hunter game will start. 

Unlock FMV Sequences: Start a new game, and at 
the Profile Menu, enter any of the following codes 
as your agent name to unlock the corresponding 
FMV sequence. If you entered the code correctly, 
the name you entered will disappear. Then enter 
any name you wish, and at the Main Menu, select 
System Options. At the System Options screen, 


choose Extras, and then at the Extras screen, 
select Movie Player, and you’ll be able to view 
the unlocked FMV sequence. 

Making of Spy Hunter: MAKING 

Saliva—The Spy Hunter Theme: GUNN 


Saliva—Your Disease: SALIVA 



At the title screen, simultaneously press and 
hold L and R, and then enter the following codes 
to unlock these cheats. If you entered the code 
correctly, you’ll hear a sound. 

Full Stats: Press Y, Y, Right, Y, Y, Down, A, A, 
Left, A, A, Up 

Mallora Board: Press A, A, Right, B, B, 

Down, Y, Y, Left, X, X, Up. 

Note: The Mallora Board only works when you select Elise. 

Play as Mix Master Mike: Press and hold L 
and R, and then press A, A, Right, A, A, 
Down, A, A, Left, A, A, Up. Select any charac¬ 
ter, and if you entered the code correctly, you will 
race as Mix Master Mike. 



Unlock All Missions: At the main menu, select New 
Game. Enter GREYTHERAT as a name, and if you 
entered the code correctly, you’ll automatically go 
to the Battle Royale bonus mission, and all mis¬ 
sions will be unlocked. 


At the main menu, select Options, and at the Op¬ 
tions menu, select Code Setup. Then, enter any of 
the following codes to unlock the corresponding 
cheat. If you entered the code correctly, the name 
of the cheat will appear. 


Director Mode: 

DIRECTOR 

Hidden Picture: 

SIMON 

Invincibility: 

EARCHIPS 

Jar Jar Mode: 

JARJAR 

No HUD: 

NOHUD 

Unlock Everything: 

View Character Sketches: 

View Credits: 

EUROPA 

CREDITS 

View Planet Sketches: 

PLANETS 

View Ships Gallery: 

SHIPS 


At the Main Menu, select Options, and at the 
Options menu, choose Cheats. At the Enter Cheat 
Code screen, input any of the following codes to 
unlock the corresponding cheat If you entered the 
code correctly, you’ll hear a “ca-ching!” sound. 

Note: Passwords are case-sensitive. 


All Characters: 

teamfreak 

All Decks for Current Skater: 

neverboard 

Full Stats: 

juice4me 

Level Select: 

stiffcomp 

Unlock All Movies: 

ROLLIT 
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GameCube 


Pause the game and then enter Cheats. At the 
Cheats menu, select Enter Cheat Code and enter 
any of the following passwords at the Enter Cheat 
Code screen to activate the corresponding cheat. 


TRIASSASSINDONTDIE 


Show Weapons: 

SHOWMEMYWEAPONS 

Time Factor: 


srs: Select Battle mode, and at the 
Choose Fighter screen, simultaneously press 
and hold L, R, and Z, and then enter the follow¬ 
ing codes to unlock the corresponding fighters. If 
you entered the code correctly, the unlocked fighter 
will appear at the fighter menu. 

Aril: Press A, Y, B, X, Y. 

Briggs (Alternate Costume): Press A, B, X, Y, X. 
Briggs (Alternate Costume): Press A, B, Y, A, X. 
Carta: Press A, Y, A, A, A 
Chukklez: Press Y, Y, B, A, X. 

Cruz: Press X, B, A, A, X. 

Dan G: Press A, X, A, X, Y. 

Deebo: Press X, X, A, A, B. 

Deia: Press X, Y, X, X, A. 

D-Mob: Press Y, B, Y, A, X. 

DMX: Press X, A, X, B, Y. 

Drake: Press B, Y, X, A, A. 

Drake (Alternate Costume): Press A, B, B, 

X, X. 

Funkmaster Flex: Press X, B, X, X, Y. 
Headache: Press B, B, B, Y, X. 

House: Press B, A, B, X, A. 

Iceberg: Press Y, B, X, Y, X. 

Ludacris: Press X, X, X, Y, B. 

Manny (Alternate Costume): Press X, Y, X, Y, X. 
Masa: Press A, X, B,Y,Y. 

Method Man: Press Y, X, A, B, X. 

Moses: Press B, B, Y, Y, A. 

N.O.R.E.: Press X, Y, B, A, X. 

Nyne: Press Y, X, A, A, B. 

Omar: Press X, X, Y, B, B 


Opal: Press X, X, Y, Y, B. 

Peewee: Press A, A, Y, B, Y. 

Peewee (Alternate Costume): Press A, B, B, 

Y, X. 

Penny: Press A, A, A, B, X. 

Pockets: Press B, Y, X, Y, A. 

Proof (Alternate Costume): Press A, Y, B, Y, X. 
Razor: Press B, Y, B, X, A. 

Razor (Alternate Costume): Press Y, X, A, B, B. 
Redman: Press X, X, B, Y, A. 

Ruffneck: Press A, Y, A, B, X. 

Ruffneck (Alternate Costume): Press Y, X, B, 

A, Y. 

Scarface: Press X, Y, A, B, Y. 

Sketch: Press B, B, X, Y, A. 

Snowman: Press B, B, A, A, X. 

Spider (Alternate Costume): Press Y, B, A, Y, X. 
Steel: Press A, B, X, X, B. 

T'ai: Press X, X, Y, A, X. 

Zaheer: Press B, B, Y, A, A. 


At the main menu, highlight “Versus,” press and 
hold L, press and hold B, and then press and 
hold R. Release the buttons one at a time in 
the following order: B, R, L. If done correctly, 
a cheat menu will appear. Enter the following codes 
to unlock these cheats. When you enter the cor¬ 
rect code, Godzilla will roar. 

HH 


All Players Are Invisible: 
All Players Are Invulnerab 


All Players Are Tiny: 
Players 


Display Game Version in Options: 097401 

End Credits: 176542 

Indestructible Buildings: 

No Freeze Tanks: 


No Mothra Power-ups: 

No Rage Power-ups: 

Player Indicators On: 
Player One—4x Damage: 

Player One—Invulnerable: 
Player 


Player One—Rage Mode: 


Energy 


Player One—Tiny: 


986875 


Player One—Unlimited Energy: 

MM 


c Damage: 

Player Two—Invisible: 

Flayer 

Player Two—Rage Mode: 


Player "Iwo—Unlimited Energy: 

435976 

Player Three—Invulnerable: 

188522 

Player Three—Tiny: 

895636 



Player Four—Invulnerable: 

286552 

Player Four—Tiny: 

795735 

Remove Displays: 

443253 

Slow Health Regeneration. 


Technicolor Mode: 

661334 

1 hrowable buildings and Objects. 756287 

Unlock Destoroyah: 

537084 

Unlock Godzilla 2000: 

225133 

Unlock King Ghidorah: 

877467 

Unlock Mecha-Ghidorah: 

557456 

Unlock Mechagodzilla: 

131008 

Unlock Rodan: 

104332 




All Cities: 480148 

“S (Bccept Grga)' 696924 


y: Pause the game and then press B, L, 
B, R, Y, L, X, Down. If you entered the code 
correctly, the game will automatically resume, 
and you’ll be invincible. 

Password Cheats: At the main menu, select Op¬ 
tions, and at the options screen, choose Password. 
Enter any of the following passwords to unlock 
the corresponding cheat. If you entered the code 
correctly, the green lights on the typewriter will 
blink. At the options menu, select Bonus to view 
the cheats you have unlocked. 

All Cheats: BALLOWAX 


174204 
: l> ' 817683 

Black and White Mode: 567980 


MADHATTER 


Next Level: 
Perfectionist Mode: 


FLAWLESS 


Rubber Grenades: 
Silver Bullet Mode: 


Unlock Mission 2, Level 


Unlock Mission 3, Level 


Unlock Mission 4, Level I 


Unlock Mission 5, Level 


Start a game, and at the Today's Match-Up screen, 
enter the following codes to change the Midway 
icons and unlock these cheats. If you entered the 
code correctly, the name of the cheat will appear 
onscreen. 

16” Softball: Press B, B, Y, Y, Y, Y, X, X, Down. 
Big Head: Press B, B, Right. 

Blade Bat: Press X, X, Up. 

Bone Bat: Press X, Up. 

Disable Cheats: Press B, Y, X, Down. 
































































Ice Bat: Press X, X, X, Up. 

Little League: Press B, X, Down. 

Log Bat: Press X, X, X, X, Up. 

Mace Bat: Press X, X, X, X, Left. 

Max Batting: Press B, B, B, Left. 

Max Power: Press Y, Y, Y, Left. 

Max Speed: Press X, X, X, Left. 

More Time for Codes: Press B, B, B, X, X, 

X, Up 

Rubber Ball: Press B, B, Y, Y, Y, Y, X, X, Up. 
Spike Bat: Press X, X, X, X, X, Up. 
Stadium-Atlantis: Press B, B, B, Y, Y, X, Left. 
Stadium-Coliseum: Press B, B, B, Y, Y, Y, X, 

X, X, Up 

Stadium-Empire Park: Press B, B, B, Y, Y, 

X, Right. 

Stadium-Forbidden City: Press B, B, B, Y, Y, Y, 
X, X, X, Left. 

Stadium-Midway Park: Press B, B, B, Y, Y, 

X, Down. 

Stadium-Monument: Press B, B, B, Y, Y, Y, X, 
X, X, Down. 

Stadium-Rocket Park: Press B, B, B, Y, Y, 

X, Up. 

Team-Alien: Press B, B, Y, Y, Y, X, Down. 
Team-Bobble Head: Press B, Y, Y, Y, X, X, 

X, Down. 

Team-Casey: Press B, B, Y, Y, Y, X, X, 

X, Down. 

Team-Dolphin: Press B, X, X, Down. 
Team-Dwarf: Press B, X, X, X, Down. 
Team-Eagle: Press B, B, Y, X, X, Right. 
Team-Evil Clown: Press B, B, Y, X, Down. 
Team-Gladiator: Press B, Y, X, X, X, Down. 
Team-Horse: Press B, B, Y, X, Right. 
Team-Lion: Press B, B, Y, Y, Right. 
Team-Minotaur: Press B, Y, Down. 
Team-Napolitano: Press B, B, Y, Y, Y, X, 

Team-Olshan: Press B, B, Y, Y, X, X, Down. 
Team-Pinto: Press B, B, Y, Right. 

Team-Rivera: Press B, B, Y, Y, X, X, Up. 
Team-Rodeo Clown: Press B, Y, Y, Y, X, 

X, Down. 

Team-Scorpion: Press B, Y, X, X, Down. 
Team-Subzero: Press X, Y, Y, X, X, Down 
Team-Terry Fitzgerald: Press B, B, B, Y, Y, Y, 

X, X, X, Right. 

Team-Todd McFarlane: Press B, B, Y, Y, X, 

X, Right. 

Tiny Head: Press B, B, Left. 

Unlimited Turbo: Press B, B, B, B, Y, Y, Y, Y, X, 
X, X, X, Down. 

Wiffle Bat: Press X, X, X, X, Right. 



At the main menu, select Extras, and at the Extras 
screen, choose Cheats. Enter the following codes 
to unlock the corresponding cheats. If you entered 
the code correctly, the name of the cheat will ap¬ 
pear onscreen. 

Directors Cut: Press Y, A, X, B, X, A, Y, B. 

Fat Mode: Press X, X, X, X, B, A, X, X. 

Gibby Explosions: Press B, X, A, Y, B, X, A, Y. 
Infinite Ammo: Press Y, B, A, X, Y, X, A, B. 
Infinite Grenades: Press X, A, X, Y, A, X, 

A, X. 

Level Select: Press X, Y, A, B, Y, X, A, A 
Master Code: Press B, B, A, A, Y, X, Y, X. 

Rain of Fire: Press Y, Y, Y, Y, Y, Y, Y, Y. 

Rapid Rails: Press X, Y, X, Y, A, A, B, B 
Super Health: Press A, A, Y, B, Y, B, X 
Wacky Deaths: Press B, B, B, B, B, B, B, B. 
Walking Dead: Press A, A, A, A, A, A, A, A. 



At the Main Menu, select Options. At the Options 
screen, enter the following codes to unlock these 
cheats. If you entered the code correctly, you will 
hear a sound. 

2D Characters: Simultaneously press and hold 
R and L, and then press X, X, X, X. 

Christmas Apu: Simultaneously press and hold 
R and L, and then press B, B, X, B. 

Halloween Bart: Simultaneously press and 
hold R and L, and then press B, B, X, A. 
More Camera Views: Simultaneously press 
and hold R and L, and then press B, B, B, B. 
More Money: Simultaneously press and hold 
R and L, and then press Y, Y, Y, Y. 

New Year's Krusty: Simultaneously press and 
hold R and L, and then press B, B, X, Y. 

Night Time Mode: Simultaneously press and 
hold R and L, and then press A, A, A, A. 
Nuclear Bus: Simultaneously press and hold 
R and L, and then press B, B, Y, A. 

Slow Motion Mode: Simultaneously press and 
hold R and L, and then press A, X, B, Y. 
Smithers: Simultaneously press and hold R 
and L, and then press B, B, Y, Y. 

Soapbox Car: Simultaneously press and hold 
R and L, and then press B, B, Y, X. 

Stopwatch Mode: Simultaneously press and 
hold R and L, and then press X, B, Y, A. 
Thanksgiving Marge: Simultaneously press 
and hold R and L, and then press B, B, X, X. 


View Collision Lines: Simultaneously press and 
hold R and L, and then press B, B, A, A. 

Note: For holiday characters. Nuclear Bus, Smithers, and Soapbox 
Car, choose any character at the character select screen. 


At the main menu, choose Options, and at the 
Options screen, select Cheat Codes. Enter the 
following codes to unlock the corresponding 
cheats. If you entered the code correctly, you’ll 
hear a sound. During gameplay, pause the game, 
and at the pause menu, select Options and then 
Cheats, where you can activate the unlocked cheats. 


Note: Passwords are case-sensi 
blank space. 

itive, and a designates a 

Always Spedafc 

Note: The‘Visa zero. 

gOlden 

Matrix: 

mrandersen 

Moon Gravity: 

giantsteps 

Perfect Manual: 

2wheelin 


belikegeoff 

Unlock Everything: 

Watch_Me Xplode 


Unlock Secret Skaters: At the main menu, select 
Create-A-Skater. At the Creation Options screen, 
select Create New and then enter any of the 
following names to unlock these hidden skaters. 

If you entered the code correctly, the unlocked 
skater will appear when you select Accept Changes. 

a designates a 


#$%@! 

Aaron Ski1lman 
Andrew_Skates 
Andy_Marchal 

Atiba_Jefferson 

Ben_Scott_Pye 

Big_Tex 

Brian_Jennings 

Captain_Liberty 

Chauwa_Steel 

Chris_Peacock 

ConMan 


Dave_Stohl 

DDT 

DeadEndRoad 

Fritz 

Gary_Jesdanun 

Henry_Ji 

JasonJJyeda 

Jim_Jagger 

Joe_Favazza 

John_Rosser 

Kenzo 

Kevin_Mulhal1 


Lindsey_Hayes 

Lisa_G_Davies 

Little_Man 

Marilena_Rixfor 

Mat_Hoffman 

Matt_Mcpherson 

Maya ' s_Daddy 

Meek^West 

Mike_Day 

Mike_Lashever 

Mike_Ward 

Mr._Brad 

Nolan_Nelson 

Parking_Guy 

Pete_Day 

Rick_Thorne 

Sik 

Stacey_D 

Stacey_Ytuarte 

Team_Chicken 

Ted_Barber 

Todd_Wahoske 

Top_Bloke 

Wardcore 

Zac_ZiG_Drake 
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